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Half-Life 2 


Will it make you whole again? 
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The future of electronic entertainment 


| пе greatest FPS ever," said many when Half-Life launched. 

ppm at least, those wno hadn't played GoldenEye some three 

months earlier. Far from an attempt at instigating a tedious and 

pointless Valve versus Rare debate, Edge is trying to illustrate the 

remarkable significance of 1998 for the firstperson shooter genre. i 
From what Edge has seen, the sequel (p48) threatens to repeat 

ine impact of its predecessor. Given the advances the FPS has 

mace over the last five years this would be a monumental 


achievement. Yet what has proved most exciting when researching 





this rnonth's cover feature is the revelation that Valve has reinvested 
Half-Life profits back into the company, essentially isolating itself 
from publisher pressure. No board meetings. No marketing men, No 
development milestones. It has retained absolute creative control, 
even as far as eschewing a licensed engine. For a team of this 
calibre you couldn't wish for a more productive working 
environment and the prospect of what it can accomplish free from 
the usual restrictions is thrilling. That is why it's so exciting. 

Another potential obstruction Valve hasn't had to contend with 
(at least until recently) 5 having to deal with PH representatives 
constantly demanding screenshots or intervew opportunities. Its a 
role that is aften mentioned within these pages though rarely 
exposed. And its one we feel that, as consumers paying £40 for a 
game, you should be aware of. Pages 64-71 should do that. 

To redress the balance (and continue the issue's theme which 
you Il notice extends to other areas of the magazine), there's some 
introspection, too. Like PR types, some readers genuinely 
understand Edge magazine and its scoring system, some 
pretend to, others never will. We therefore reveal tha truth behind 
videogame reviewing with a feature (p? 6) that should set straight 
ihe misconceptions surrounding the difference between our 


critiques and those of the competition. 
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042 Ргеѕсгееп focus: Carve 
A jetski videogame to finally rival Wave Race 647 
Edge visits Argonaut Garnes to investigate 


048 Prescreen focus: 
Half-Life 2 

The World's Best Firstperson Shooter to 

many, Half-Life gets a sequel at long last 


054 Dance Dance Evolution 
Simplistic or overly complex? Edge examines 
the misunderstood genre of rhythm action 


064 Public Revelations 
Edge avoids the spin to discover who's 
playing whom in the world of videogame PR 


076 Points of Review 
Eight pages. Seven truths. Six journalists. 
Videogame reviewing exposed 
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Prescreen 
030  Powerdrome (РС. Xbox, PS2) 
032 Hidden & Dangerous 2 (PC) 
034 Between Good 8 Evil 
(Xbox, PS2, GC, PC) 
Fire Warrior (PC, PS2) 


037 ‘Broken Sword Ш: The Sleeping 
038 Dinosaur Movie-Maker 
(PC, Xbox, PS2) 
Chibirobo (GC) 
039 Ice Nine (PS2) 
039 Calan (PS2) 


041 Prescreen Alphas (various) 
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Hegulars 
006 Frontend 
BBC's ‘Fightbox’; onedotzero; Sega and Namco merger 
016 Out there 
Ninja Tunes/Hexstatic party; portable Xbox screen; Jagfest 
020 RedEye 
He doesn't want to be in your gang anymore 
Trigger Happy 
Are games becoming all work and no play? 
024 AV Out 
Nagoshi-san is back from holiday 
026 = Biffovision 
Coprophagy and videogaming: together at last 
072 Subscribe 
Money off and free delivery - how can you resist? 
074 Back issues 
Quick, before they sell out 
109 Retrotest 
It's 1985. Edge reviews Way of the Exploding Fist 
110 The making of... 
C64 favourite, Uridium 
114 Reset 
E60 put through the rememberiser 
115 Recruitment 
Your chance to work in the games industry 
128 Inbox 
Your opinions on the world of videogaming 
190 Next month 
E3 
Testscreen 
088 Soul Calibur Il (GC, Xbox, PS2) 102 Vietcong (PC) 
092 Amplitude (PS2) 103 Маде in Wario (GBA) 
094 Silent Hill З (PS2) 103 Golden Sun: 
096 РМ.03 (GC) The Lost Age (СВА) 
097 Eve Online (PC) 1044 WWII: Frontline 
098 Breath of Fire: Command (PC) 
Dragon Quarter (PS2) 104 Dynasty Warriors 4 (PS2) 
099 . Dodonpachi:Dai-Ou-Jou (PS2) 105 Warrior Kings: Battles (PC) 
100 ^ MotoGP: URT2 (Xbox) 105 Medieval: Total War - 
101 Clock Tower 3 (PS2) Viking Invasion (PC) 
106 Тао Feng (Xbox) 
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Goggle box gets ‘Fightbox’ 
BBC launches crossplatform TV series to woo the 
‘Robot Wars' generation with videogame competition 








A" several years of neglect, the nation's Nick Southgate. “The arena is a sort of ova 


turned its attention to videogames again. But ke а giadatonal amphitheatre 

Fiahtbox', a new senes to be aired on reative and technical director Finbar 
нн ie ci | BEC J - j =. 2 nm KI тт @ Hawkins ч Цр E CTI S OW ЧҮ ets T 
gares as Much as it is a novel extension of «nOCK-out Structure around two heals 


ihe videogame medium itself. played across the Eliminators. Тһе 

The show is a clear demonstration of the Eliminators were devised specifically with 
growing interest In videogames from two Important elements Іп mind = 79000 
mainstream TV channels after [TV's ‘Game gameplay for the contestants and a good 


Stars , but it's also bean responsible for the aucience expenenca, sometning that wil 








creation of some new and interesting Quickly Communicate to people at home and 
technology that might be used to produce will be visually engaging. For this reason 
шалу convergent programmes in the we've looked at games that will test different 
future. Consequently it will have been in modes of play = jumping, асу, tactics — like 
Development Tor some three years by the dierent sports, and that will look and 
ите it's armed in the autumn behave signihicanthy different from each other 
The TV show itself will represent the final when you're watching them 
rounds of a competibon that wall be open to But the most interesting thing about the 
intermet users from this May Р ыы create show is its use of technology. The series 
online avatars, termed warriors, from a ses the BBC's FreeD virtual camera 
selection of body parts, which convey system and depth-keying technology, the 
particular attributes. and use them to play combination of which allows a composite The studio audience won't see the composite images as the home audience will, but their 
p ЕЕРЕЕ TO WEST СА ы ы te experience will be enhanced by one or two tricks - such as vibrating floors, or gusts of air 
several downloadable minigames. The picture Oi virtual avatars compeundg m a 
Scores achieved in these minigames are ва! arena їо De filmed like a sporting event 
acquire more expensive Dody What the virtual camara system allows us ows us to do live multi-layenng = 5 contestants, similar lighting affects ea 
h war гап be enhanced tO 00 Create reartime composite images the Virtual characters can De ether the warnor and Sentent 
and, ultimately, ranked, with the top 60 caries Southigate. "So the Wamors wal be 'oreground or the Dackground or indeed Another minor concem is the anity 
Wamors gang througn to the Televised nas keyed over the real set and in front of the both. This may not sound like much, but of the snow to attract a ETA audenca 
These minigames (and indeed a spin-off real auchence in reaitime. All the camera ме don't think it's been done before and given that a lack of female interest was 


standalone videogame on PC and cited when the BBC's last few attempts to 
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Tayotationz) are currently in development at televise videogames were canned; certainly 


рево studio, den erga “The BBC's FreeD virtual camera system and | 
tomer Але атомне M depth-keying allow virtual avatars competing in EI дын кин recedit 
tudio, where participants compete a real arena to be filmed like a sporting event" of ‘Robot Wars’ in attracting a significan 


Robot Wars'-style, against several elite female audience augurs well for the 





Game's setting and aesthetic is firmly ir 


the adolescent male sci f/Tantasy carnp 
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OLDS, the biggest concerns іле quality ої project but like marry other gaming enc 1165 


the minigames and whether they will it iS possible for it to be used in fi А ire for 
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consequently draw а sizeable enough other, similar, games," said a ВЕС 
audience for the programme. Nevertheless, spokesperson. “In addition, the innovative 
i BBC spokesperson is confident that the studio technology employed to produce ine 


development process is well on track TV show is something that in future, the 





stating, "We are now engaged in marrying BBC will look to make more use of, as it 
the gaming software with all the elements o! seeks to deliver more groundbreaking 
the TV studio software and hardware entertainment formats 
rder to deliver a truly seamless viewing The TV programme will be shown in the 
expenence. For example, the studio hghting Autumn on BBC3 and repeated on BEL 
and the lighting in the gaming software For more information, and the chance t 
е E - ў > r aye been maher enm АРЕ Л emanrmemus 2 brato vicit the Mar SANE 
Warriors are created from a number of parts and used to compete for a spot in the һауе been integrated so whatever Shadow participate, visit the Vyebsite al 
televised finals. The ultimate winner will see their creation immortalised in future series hit the TV presenters and human www.bbcfhigntbox. co.uk 





onedotzero in seventh heaven 


And the ‘lens flare’ showreel continues to 
showcase the best in videogame visuals 





“ or the seventh year running, digital arts 
festival onedotzero will be presenting its 
annual eclectic mix of filmmaking, music 
video, motion graphics, computer gaming 
and club visuals, providing an opportunity to 
survey the very latest innovations їп digital 
film and gaming. Taking place тот May 


16-25 at Londons Institute of Contemporary 


Arts, the festival is the world's largest 
dedicated showcase of digital moving 
imagery, and once again includes a section 
devoted to moving images drawn from 
videogames, entitled ‘lens flare’. 

This year's festival includes vanous 
features and special screenings, and covers 
a whole range of visual mediums. 
"onedotzero is a digital creativity festival and 
project which started in 1996 to explore new 
forms and hybrids of moving image," 
explains Shane Walter, one of the founders 
af the event. "In only а few years, the range 
of graphic moving image being produced 
and those making it has exploded from a 
handful to nundreds." Consequently, this 
year's contribution |5 as eclectic as it has 
been in previous years: "wow + flutter 03° 
consists of various abstract sequences, for 
example, while 'j-star ОЗ' presents the work 
of Japan's finest moving imagemakers. 
Other highlights include 4а space’, which is 
devoted to exploring the impact of new 
media on architecture, and "extended. play 
D3', dedicated to longer film shorts. Clearly, 
there's a certain amount of media 
boundaries being crossed. 


"| think that games are finally being accepted 
as more than a pointless pastime and are 
being regarded in a more high-brow context" 
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Some of the games compiled by Emily Newton-Dunn for the ‘lens flare’ showreel include 
(clockwise from top left): Viewtiful Joe, Resident Evil 0, Metroid Prime, and Ubi Soft's XIII 


"Cross fertilisation is something at the 
heart of onedotzero," explains Walter. 
“Ve have explored convergence from day 
one, mixing film with graphic design, new 
media and illustration. That has obviously 
expanded over the years to include more 
crossovers encompassing architecture, 
club visuals, fashion, photography and of 
course computer gaming. In fact ме че 
nad people amazed by what they ve seen 
who had never cast a second giance at 
gaming before. Computer garning aesthetics 
and interfaces have now gone to grace 
music videos, titles sequences and even 
tampax commercials!" 


The tenth art form 

The annual festival at the ICA is just one part 
of onedotzeros remit; tne organisers are also 
involved in over 40 similar international 
events, and, as wel as commissioning work 
to exhibit, there's the small matter of a DVD 
label and ТУ and film production. 

But videogames are firmly entrenched at 
the heart of the exhibition, as Walter attests, 
“| think computer gaming is the tenth art 
form and a truly under-valued one that is 
dismissed by a large number of people. 
There has been a lot of talk about interactive 
movies and non-linear storytelling — 
computer gaming has not only addressed 


these areas but has also produced work tha 
is sold by the millions. The capsule narrative 
elements of movie sequences and then 
playable interactive sections make the whole 
story element much more immersive. 

Consequently, the ‘lens flare’ strand of 
the festival is also in its seventh year of 
attempting to represent the most 
groundbreaking videogame visuals on the 
cinema screen. This year's showreel include 
extracts from Kung Fu Chaos, Fanzer 
Dragon Orta, Silent Hill 3, ХИ, Rayman 3 
Hoocdlum Havoc, Enter the Matrix, Dead ог 
Alive Xtreme Beach Volleyball, 2.03 and 
Zone af the Enders 2 among others. It's 
heen put together by videogame journalist 
and broadcaster Emily Newton-Dunn. 

"Putting ‘lens flare’ together is always a 
tough job," she explains. “Уулап considering 
submissions, we look for games that 
obviously look great but perhaps look a bit 
diferent as well. | think we've all had our fill c 
the standard cel-shaded fare that there's 
recently been 50 much of, Another key 
ingredient is a well executed Script, 
especially if there's a bit of humour involved. 
Normally, we also try to get a balance 
between the different types of game but 
that’s not always possible.” 

Part of the difficulty in achieving this 
balance lies in the diverse audience that 
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Videogames are just опе aspect nedcotzero, 
celebrate the diversity of digital art. From J-pop to architectu 
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re sections of gameplay, the ‘lens flare’ showreel allows videogame 
on a big screen, in a novel context, by a broad audience 
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Sammy's bid for Sega rocked by Namco 


Meanwhile rumours continue to associate Electronic Arts 
and Microsoft with a possible bid for the home of Sonic 





amrmys bid to merge operations with 

Saga has come under threat fram a 
competing bid from rival publisher, Namco. 
With the proposed Sammy/Sega merger 


(see E122) reportedly already on shaky 





around due to disagreements between the 
two sets of shareholders, Narmcos public 
declaration of its desire to join with Sega 
provides the pachinko manufacturer with 
some very credible opposition. And although 
tne ori oes interest in Sega comes from 
Sammy and Namco, rumours continue to 


surface that both Microsoft and Electronic 






Arts are watching proceedings with interest. 


Bad manners 
Sega and Sammy remain in merger talks in 
spite of the Namco bid, Eus proposed 
deal with Sammy is rumoured to have come 
unstuck over the past months, having met 
with significant opposition from Sega's med — 
Я, €: ыза ЫП тіп a б потта 
investors and senior board members. 


Segas major shareholders are reported With Sega's shareholders reportedly 
unhappy with the behaviour of Sammy, 


to De umapoy writ Ine ГЕГЕМОН C р р 

қ > # Namco's bid could prove more attractive 
Sammy's investors. During валу meetings 

to discuss the ciiiculfes of attempting to 


осие ОП DOM- Te vIOBOCEITTIG: ап pecoriko Sammy's position hasnt сееп helped = 


Te 


markets, Sega investors were apparently the fact that the financial markets respond 


dissatisfied with the attitude of S 


Ке to news of Namco 5 interest in 





shareholders — to the extent that, according 
to Edges contacts 


been put on hold even ІП advance of 


sega — in Stark contrast to the steep drop in 


Ihe deal had unofficially Iha share prices of Sega and CUTE that 


greeted the announcement of its own бю 


Namco s announcement Certain the potential synergies Detween 





Sega and Namco are more obvious, since 
each has significant development strengths 
in the coin-op and home console markets, 
апа a joint interest In the coin-op market 
tanis to the TriForce tie-up 

Narnco has been pursuing sega for 
some time now, having reportecihy 
appr pacned Sega ІП recent years to develop 
tne new i iage Racer and Tekken titles. 
Namco's weak position in the market would 
certainly give Sega the upper hand in any 
merger; having committed to a commercia 
partnership with Square and Enix, Namco 
could only watch from the sidelines as those 
two companies merged, and the company's 
Cut тегі short of personnel and technical 
resources. Consequently, Namco's proposal 
would see the two comparies merge under 
the Sega name early in 2004. 

But aithough Sega s official line is that it 
will consider the two official bids at the next 


i " 
ISELITI TT P. FE dis. j— 21 "T Г ТЕР - 
Tri mesing or me Company s Doan of directors 


arr 


ae 83 





Although the synergies between Sega and Namco аге more obvious than those between n June, Microsoft and Electronic Arts 


Sega and Sammy, there are areas of overlap, which might pave the way for another suitor continue to be associated with Sega. 
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Despite denials frorn both sides, 


Microsoft has re-emerged as a potential 
suitor, with Japan's Үсті newspaper 
reporting that Microsoft has approached 
Sega about buying a stake in the company. 
hee ertheless, some analysts suggest that it 
might be difficult for Microsoft to assimilate à 
developer as large as Sega 

EA's involvement, Mm doesnt 
necessarily preclude the successiu 
conclusion of the Sega Sammy merger, 
the Japanese press was reporing that 
e is seeking an investment from EA 

D the combined entity, allowing the twe 
companies to share develooment 
knowledge and distribution channels. Still, 


Р г” (T ЛЕ 
пе ungaswy n elationsnip between sega and 
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Sammy may yet allow EA to enter into Tull 
acquisition talks. 

With Segas future at stake, any 
such talks with any potential suitors 


Will be ot enormous importance. 


























Improving the connect 
The market for mobile phone games remains small, but developers at the 
recent Mobile Entertainment Forum remain optimistic about the future 
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The games remain limited, but big licences 
are slowly making the transition to mobile 
gaming as proved by the Java version of 
EA's Tiger Woods PGA Tour, coded by lomo 
and distributed by Digital Bridges 
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he balance of power in the mobile 
Gaming space was apparent during the 
3 


Mobile Entertainment Forums (МЕР) third 
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Design Centre. Despite the increasingly high 


profile marketing of mobis gaming. wih tne 
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er than usual, 
as well as its location, tucked away оп опе of 
the Business Design Cente balconies. 
Rann Smorodinsky, МЕЕ chairperson, 
characterised the state of the industry saying 
it was suffering from converginitis; that is, 
the feeling of uncertainty when two or more 
unrelated industries combine, before they 
understand how to cooperate together in the 


new industry that has been created.’ "It can 


Ll 


ake two years to overcome if not treated,” 
he warned, adding that the industry needed 
to leverage the key technologies of the 
mobile space — always-on connectivity and 
location into suitable content 

Whether the size of the global market will 
reach $3.5bn (E2.2bn) by 2006, as show 

aniser Informa predicts, remains a moot 
point though. According to Datamonitor, the 
current size of the mobile gaming market is a 
mera Же? million — around two per 
cent of the overall size of the games market. 
At present, the most profitable оба of the 
Industry remains тым: SMS gam 
these don't need users to nave expensiva 
handsets and provide a clear billing 
mechanism. елес remain жет 
about the future however and there are some 


encouraging signs to back them up 
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The take up of Vodafone's live! service 
has reached the milion-user mark in Curope, 
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the introduction of Nokia's М-Озаде, for which 


H^ A ds е, dem, iem rie. دص‎ = 
We ve been Gevelonng mobile games 
years now and for much of 


iysts' expectations have been 


ЭРЕНИ remember WAPT)” says John 





t mobile developer tome. 
‘But we're actually seeing real revenues 
coming through the channels now." 

“The growth of Java-enabled handsets, 
combined with marketing campaigns such 
as Vodafone livel, is raising awareness of 
and demand for, games on phones," agress 
Brian Rodway, MD of Affinity Studios 

But the big issue for developers remains 
their weakness in the overall valve chain 
Network operators take the bigg 
cash, followed by content aggregators, who 
are the equivalent of publishers in 

console space. Developers get їп ine simmes 
pickings. One approach to get around this is 
being taken by Scottish bie Digital 
Bridges - boxed retail games. Its £10 SMS- 
themed packs of game: 
icons for licences such as "Men in Black |!’ 


5, ringtones and 


and 'Scooby-Doo' have been a modes 
SUCCESS, according їо head of retail Tony 
Pearce. The company is now extending the 
range to similarly-pnced packs for game 
franchises such as Tiger VVoods and FIFA 
even though the colour games still 

have to be downloaded to phones. 





| Microsoft has announced a series of 
measures to stimulate consi yii erest in 


which saw the price of the machine au to 
£190 in the UK, a hrmited edition Xbox was 
unveiled, The translucent green model went 
on sale across Europe at the start af Мау; 
packaged with two translucent greer 
controllers at a cost at £150, In addition, the 
unsurprising: decision has been taken to 
make the smaller ‘S-controtier the default 
controller tor new Xbox units. The news of 


the price cut (s particularly bad news for 


Nn in third place, whilà Sony hes axo Wat 


| thas no intention to decrease the price of 


the PlayStation2. 


After its high-profile campaign to bring about 
the lower pricing of gaming software. 
singulatiy failed to кое any reasoned 
бон behind tha Fan ay Campaign 
have signed aff. The campaign's parting shot 
was a press release Іп which it argued that it 
nad done “more to bring the issue of rip-off 
videogame pricing into the public eye than, 
Наз ever been done before." The release went 
on to present evidence that the campaign 
nad been a SUCCESS, Such ав ‘Nintendo's 
recent ‘conviction by the European Court for 
illegally fixing prices at an: artificially high level 


Nintendo has taken a couple of steps to 
strengthen its firstparty development 
capabilities and attract an apparently 
reluctant publishing community to commit to 
its console. The creation of an internat 
development facility in Tokyo. devoted ta 

the research and development of new 
software should enhance the company's 
in-house offenrigs, but it's also taken the 
decision to cut the royalty rates on 
GameCube software ir a bid to woo: 
thirdparty publishers. The announcements 
follow a set of financial results which revealed 
that the company had missed its 2002 
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GBA SP gets off to flying start 


Nintendo attempts to translate handheld dominance into GameCube 


sales as the SP attracts a new audience for portable gaming 








Celebrity endorsements the night before 
its launch helped cement the success of 
the GBA SP over its opening weekend 


' he European launch of Nintendo's 
Т redesigned Game Boy Advance was ап 
enormous success, reaffirming the 
company's near monopoly on handheid 
gaming. 400,000 GBA SPs were shipped 
across Europe in advance of its launch on 
March 28, with 50 per cent of these being 
sold over its debut weekend — thanks in рап 
to a budget of £20m that was earmarked 
for promoting the new portable 

Part of that budget was directed to 
sponsoring an exhibibon devoted to the 
humble pocket to coincide with the launch 
of the SP. Thus, on the evening of Maren 
27, several minor Celebrities turned up for 
an exclusive private viewing of the 
exhibition, Ralf Little, artist Dan MacMillan 
and models Sienna Guillory and Catalina 
were all enticed by the prospect of а 
Nintendo goodie bag containing a Game 
Boy Advance SP in sleek metalic silver with 
а limited edition bespoke сату case 


Curated by Wayne Hemingway, the 


exhibition, in London's West End was open 
to the public until April 3, and reflected а 
marketing campaign that was geared 
towards an older, more sophisticated 
auchence than has traditionally been 
attracted to handheld gaming. 
he fruits of this marketing campaign 

were evident over the launch weekend: 
according to Nintendo's David Gosen, 
Interviews held over the launch weekend 
suggested that 55 per cent of customers 
were first-time buyers of handheld consoles, 
and that the average age was 23 - both 
facts that bode well for Nintendos 
continued dominance of the sector 

Indeed the GBA SP is assuming 
increasing strategic importance to Nintendo 
as the GameCube continues to be 
outpertormed by Xbox and PlayStationz 
at retail, with the sales surge that 
accompanied recent retailer discounts and 
the launch of Metroid Prime proving 


shortiived. Nintendo е Geary порт to use 


the success of tha device to catalyse sales 
of the GameCube, Early shipments bf the 
SP were packaged with а rebate voucher 
entitling consumers to claim £30 off the 
price of a GameCube and, with Nintendo 
reaffirming that it won't be showing any 
online GameCube titles at this year's ЕЗ, 
the company’s offering in Los Angeles is 
set to be dominated by connectivity 
between its two main devices. 





The GBA SP launch gave Nintendo 
another excuse to show off its heritage 





Sony fits Pla 





Dragon chip paves the way for redesigned PlayStation2 
and backwards compatibility for PlayStation3 


ion2 on a single chip 





сс has announced that it has 
managed to fit the PlayStation2's 
various processors onto a single chip 
Called the Dragon chip, it will combine the 
CPU (better known as the Emotion Engine) 
and the Graphics Synthesizer that currently 
lie at tha heart of the PlayStation? 5 
processing power. As well as reducing 
production costs and the unit's electricity 
consumption, the move will also allow the 
PlayStation2 to be redesigned as a smaller, 
sleeker, unit as the original PlayStation was. 
This new model is likely to be on sale in 
Japan and the US by Christmas, selling for 
around $99-$129 (£62—81). 

While this major redesign is still some 
way off, the latest PlayStation2 units to go 
on sale in Japan have already begun 10 
incorporate several minor modifications 
however, A recently launched model 
teatures enhanced DVD playback 
functionality and a quieter cooling fan, 
though the consoles iLink port has been 
removed (the consoles move into the online 


arena would render its continued inclusion 
largely redundant). Along with supporting 
progressive scan output and the playback of 
recordable DVD media the new PlayStation? 
аво features an ЕТӘ ІН port to support а 
newly designed DVD remote control 

Of course, the new Dragon chip will also 
allow PlayStationa to feature backwards 
compatibility with PlayStation2 software. 
Some confusion has arisen, though, 
regarding the core processor of Sony's next 
console, since the company has reportedly 
admitted that its high-profile Сөй chip, 
currently under development n cotaboration 
with ІВМ and Toshiba, will not be the CPU 
in the PlayStation3. Nevertheless, Sony 
continues to invest in the chip, with 
£1.5bn (940m) being spent over the 
next three years in the construction of a 
ftabncation plant 

Further details of the PlayStation 
architecture are to be announced at the 
company's next business strategy 
conference, though a date for this has yet to 


be confirmed. Edge has managed to 
procure soma Information from insiders а! 
Sony though. Apparentiy, PlayStation3 wil 
бе even more difficult to program man the 
PiayStation2 was, though according to 


contacts inside SUE! HAD, this is partly 


deilperate, In а ted 10 eliminate developers 
who don't have the technical skill to develop 
for the platform. The decision reveals the 
efforts that Sony is taking in order to ensure 
that next-next-generation garning 
represents а percepoDie step-up in technical 
Quality over that offered Оу current consoles 
Nevertheless, it's a strategy that 

obviously runs the risk, due to rising 
development costs, of further 

polarising the industry. 





The РӘЗ will probably look nothing like 
this. But it's going to be tough to program 
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Sci-Fi channel searches for ultimate gamer шш, SINN 


Emily Newton-Dunn presents another TV quest | | 
to find the UK's videogaming champion | 


| M 
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| ot to be outdone by ITV's recent subscriptions to ‘Official PlayStation? 
Z а 


Game Stars’ show, th i-Fi channel Magazine’ and VIP tickets to the UK 
is also hosting a competition to find the premiere of the ‘Hulk’ film. 
countrys 'uiimate gamer. In collaboration Тһе event is being organised by the 
with the creators of the Hulk videogame, oci-Fi channel's weekly gaming show, i TEN SAU 
the event organisers are hoping to create ‘Ultimate Gamer’, screened on Mondays at : i 
the “biggest mainstream gaming 6.30pm and repeated Saturdays at 5.30pm. 
competition ever staged in Britain”; no The finals will be presided over by ex-'Bits' 
doubt a prize pot of over £50,000 will пеір дігі, and nost of tne show, Emily Newton- 
to attract participants. Dunn. Here's what she had to say, "Not 


only is Sci-Fi channel's ‘Ultimate С Gamer 
The main event Britain's biggest gaming competition, but it's 


The event is to be structured so that a real first too — from the open-to-all entry 
je T 2 contenders compete in regional heats, with mechanic and prize fund of aver £50,000, 





the winners Qualifying for a fina! to be played to regional heats being played on cinema 
=C h 2 ry n AZ on the big screen at the e Uc Empire Cinema screens. Plus contenders will get a taste of 
« in Leicester Square. The first round of heats what promises to be the most exciting 
will take place іп Virgin Megastores around entertainment franchise of the summer.” i 
the country on June 13, with six semi-finais The premium rate competition phone Ben | 
to be heid in ОСІ Cinemas on June 28 ine tor would-be applicants (09069 122 қалуға f “ Ву 
nefore the finalists descend upon Leicester 44 is open from Monday April 21, with 
Square on July 5 each two-minute call costing £1 per minute. 
The total prize fund for the competition All callers will be automaticaily entered into a 
amounts to over °50,0 ПОП, with а first prize prize draw for an all-expenses-paid trip for 
of £15,000 up for grabs. Other prizes two to the world film premiere of ‘Hulk: in 
; include a selection of Hulk and Sci-Fi Los Angeles. Phone lines close on June 12. 
The Sci-Fi channel's search for the : : 
country's most competent gamer will merchandise, the opportunity to appear in a For more information visit the Website 
use Vivendi's Hulk as a proving ground torthcoming Vivendi videogame, at www.scifi-ultimategamer.com 


Recently Reviewed 
Edge brings you a rundown of last issue's review Scores 


The Legend of Zelda: The Wind Waker GC | i 
Delta Force: Black Hawk Down PC 
Phantasy Star Online Episode | 811 ас 
Super Puzzle Fighter IJ Turbo GBA | Сарсот In-house 
PS2 
ps2 
Рог 
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Virtua Fighter 4 Evolution 

Xenosaga Episode I: Der Wille zer Macht 
Chaos Legion 

Dark Cloud 2 PS2 SCEA Level 5 

The Lost Vikings GBA Vivendi Universal Blizzard Entertainment 
Biohazard Gun Survivor 4: Heroes Never Die PS? Capcom In-house 

Freelancer PG Microsoft Digital Arivil 

Rayman 3: Hoodium Havoc GC, PS2, Xbox Ubi Soft in-house 

Indiana Jones and the Emperor's Tomb Xbox, PC, PS2 Activision LucasArts 

Zone of tha Enders: The 2nd Runner PS2 Konami in-house 
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TLoZ: The Wind Waker Delta Force: Black Hawk Down PSO Episode | & Il Super Puzzle Fighter 11 Turbo 
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WWW, Sensara cor 
WWWw.garniecoda. com 


Sound is all around 


Power without control is nothing, so the newest edition to Sensaura's 
GameCODA audio middleware is a management layer, CAGE Producer 
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There are a lot of boxes but the 
important thing to note is that 
GameCODA covers all gaming 
platforms including PC, making the 
sound designer's job a lot easier 


Originally part of EMI's Central 

Hesearch Labs, Sensaura's initial 
involvement іп game audio came 
with its development of 3D sound 


technology in the mid-"S 


enabled developers to dynamically 


position sounds in three 


played back through a standard set 


af stereo speakers. А deal with 


technology was included in Xbox's 


audio chipset. Since then, 





ame audio has come a long way їп 

recent years. Not only have full 
orchestral scores become commonplace 
for top titles but in-game samples and 
effects are seen as an increasingly vital part 
of creating а coherent paying environment 
On the hardware әде, consoles are 
supporting sophisticated multi-speaker 
setups such as Dolby and DTS 5.1 
audio streams, as heard in titles such as 
СТА: Vice Сау, SSX Tricky and Hab. А 7 1 
multistrearm standard m even emengnag on 
some PC sounds cards as weil. 15 ай good 
news for the player of course, but for the 
Sound designer, the complexity of ther job 
has Daliboned. 

"Sound designers typically have been 
poorly served with development foals,” 
muses Peter Clare, technical director at 
UK-based audio specialist Sensaura. "I think 
it's because sound has always taken a bit of 
a back seat compared to graphics. 
Hopefully that's changing now." 

Certainly, theres been а flurry of activity 
in this area during 2003, with Microsoft 
releasing its XACT Xbox audio toot; а move 
Sony has matched with the SCEE- 
developed Scream for PlayStationa, 
while Nintendo offers GameCube's Musyx. 
But neat as these packages are. for the 
majonty of developers ther potential is 
somewhat illusory as they are prooretary 
technologies. And thats where Sensaura 
sees its opportunity — binging such 
functionality crossplatform. 

“Тһе key to our totes Is not only that 
they work across all consoles but that we 
һауе spent a lot of effort ensunng we 
implement the highest featureset possible." 
Clare explains. The bia obstacie has been 
the different audio capabilites offered by the 
consoles. "The easiest thing would have 
been taxing the lowest common 
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Sensaura's initial expertise was 

creating 3D sound from stereo speakers 
but it's since gone on to develop more 
generalised audio middleware 
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Music and audio is now a vital part of 


creating a believable playing world as proved 


by games. The first company to announce 
it's using Sensaura's crossplatfiorm CAGE 


toolset is Lionhead, currently hard at work on 


Black & White 2, among other projects 


denominator and just exposing the basic 
features available on ай platforms,” he points 
out, "but then we'd have been missing out 
oni coo things such as 3D audio and reverb 
because they aren't available in hardware on 
PlayStationz, for example." 

The result is Sensaura's GameCODA. 
Developed to provide sound designers with 
a level playing field, t takes the audio 
capabilities of Xbox as its benchmark 
Launched on PlayStation2, Xbox and PC 
last year, the final component to fall into 
piace was the GameCube port. Since then 
Sensaura has been working on adding 
higher level functionality, which will increase 
users productivity enormously. 

At its core, GameCODA consists of a 
low-level Application Programming Interface 
(АР), which gives audio designers access 
to the crossplatform functionality. According 
to Clare, however, the greatest benefit 
becomes apparent when combined with 
the newty released CAGE (Console Audio 
Game Engine) and CAGE Producer 
management layer. 

“The AP! just provides a mechanism for 
getting sounds coming out of the 
Speakers,’ he expands. "What we are doing 
with CAGE is implementing a full-featured 
audio engine, which means that once a 
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It's not pretty but CAGE Producer provides sound designers with 
the high-level management tools they need to get the job done 


programmer has done the initial integration, 
the sound designer can work without алу 
further programmer involvement.” 

Combined with this is CAGE Producer, 
which lets users take raw audio files, 
arrange them in memory-efficient sound 
banks, and using the consoles’ proprietary 
compression tools, get them inte the 
specific formats required. It also offers other 
options such as creating randomised 
playback of files from within sound banks, 
as well аз automatically varying individual 
Samples’ frequency and pitch, to ensure 
files never souncd the same when played in- 
game. And Sensaura must be doing 
something night as the first company to 
announce it will be using CAGE Producer is 
Lionhead, which recently signed а 
multi-site cieal for the technology. 





This year’s model 


3D modelling and animation packages are the cutting edge technology as 
the quality of games increasingly approaches that of film special effects 
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There's plenty of variety when it comes to choosing a 3D modelling package for 
game development. Discreets Заз max and Newtek's Lightwave have always been the 
traditional options but both are now also being used for film effect work 


f there's one place where convergence 

between games and fins is making 
waves, it's the once rarefied arena ot 3D 
modelling and animation tools. It used to be 
Quite simple. Game developers tended to 
use Discreet's Sds max or Newtek 
Lightwave packages, while te hnaeavy duty 
film digital affect houses got their hands dirty 
with Alias! Wavefront's Maya, Softimage's XS 
and Pixar's Непдетпал, 

However, with the exception of 
Rendemian, the past couple of years have 
seen the tables turning. Alias!Vavefront has 
targeted пате developers, aggressively 
cutting its pricing structure, and Discreet nas 
besied up max's support for high-quality 
endeng- and entered the fim business in 
Еске such as ‘Star Trek: Nemesis’ and the 
forthcoming disaster fm "Тһе Core’. 
Mearwhile Lightwave scored Deg with the 
heavy-duty OG ‘Jimmy Neutron’ franchise 

"Convergence в healthy. particularly for 
the next-generation games engines where 
cut-scenes and intros need to be more 
compelling,” points out Discreet's European 
animation manager, Nick Manning 

Michael Stojda, Softimage's managing 
director agrees, "The expertise we develop 
for our fim customers has crossed over into 
games and it shows. Developers are paying 
much more attention to the integnty of their 
animation pipelines, for example.” 


“Games are all about есеге 
integration.” echoes AlasMiaveirnts games 
industry marketing manager Geoff Foulds. 
"Thats something we сай prea y Тізе 
concept. Wich s Decomng ncreesmay 
трпаг within the industry, e әкетіп 
creating а 3D operating system. The 3D 
rode packege provides core 
hunctionality, which can be extended аз 
developers create Glug-ins and tools using 
provided software deveioome»nt kits. 

One result of this topsy-turvy world has 
been а jump in the vaeua quality of games. 
something that wil be accelerated with the 
itroducton of art tools such as nVidas Gg 
and ATs BenderMonkey shader languages, 
desoned for both game and film creators. 
Another consequence of the heghitened 
competibon is ће speed with whcn 
compares are releasng new products. The 
pas! month has seen AkasiWVavetronts 
exgnth reiease of Maya. version 5.0, while 
Softimage has gone through four major 
releases of ЖУ in two years. ES also recentiy 
announced version 3.5 of XS! 

The knock-on effect for studios has 
been a move to consolidate ther art teams 
around a single package. Previously they 
may have operated in a more ad hoc way. 
with different teams using different packages. 
Now, however, the productivity advantages 
of being абе to move artists from team to 
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Package vendors makes & а sensible time to 
standardise on а package. And considering 
the sie of some development groups, those 
decisions can have large commercial 
mplicabons for the package vendors, Ubi 
Sof recentiy consolidated its European 
development over to 326 max, which at 
200-090 seats works out nicely for Discreet, 
even accounting for the discount it would 
have given on the product's £2 605 list price, 
Smia chent wins have seen Softimage pick 
up the custom of Valve (see p48), while спе 
сі AkasWavetront's recent announcernments 
was LucesArts' decision to become 

a completely Maya developer. 





The latest 3D modelling package to be 
released is Alias!Wavefront's Maya 5.0. 
Originally designed to handle heavy-duty 
film special effect work, game developers 
are now its biggest market, thanks to an 
aggressive pricing campaign 
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Jaglest: the only place you'll see the nasty suffix 
‘fest’ in Edge, at least until the next convention 














http://groups.msn.com/JagFestUK/ 


LIYA 1 б 12 Systems TAGLAR. 


Medany Mange Hotel, Rochester, 
Kent 
14th & 15th June 2003 
Ono Day Admlagion £5 








Weekend Pass £20 fnciudes Sagcks шы г” 
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, Mark Davies is a respected 

ist from Nottingham. But at night 
es Bloom Eternal, a *wood elf 
druid' from the tree-top city of Kelethin." 
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“Republican Guards dug in around 
| Baghdad are little more than dots on a 
| computer game in the minds of US 
| commanders. Describing the tactics of US 
| forces massed outside the Iraqi capital, one 
| retired general recalled the 1980s arcade 
| game Pac-Man, in which a big hungry dot 
|! races around a maze gobbling up smaller 
| dots. 1 think you should Pac-Man the ring 
| around Baghdad,’ General Barry McCaffrey 
_told кк герою дыг 
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as a unique approach to PR. Last month he swore that Edge is 
is favourite magazine, and that he can't pick a favourite staff 


Edge had broken his heart. This month, though, ha approached 


the magazine with the most wonderful curate's еда: a portabk 
screen tor the Xbox, the most unportabie machine in the world 


How could Edge say no? The add-on comprises a six-inch 
HGB-compatible TFT-screen, surround-sound compatible 


xL Байы audi сы vds AN j ы i p - - 
speakers, and external АУ inputs allowing users tà connect а 


second console — and, with Joytech planning to ашп | 
adaptor to power both console and screen, playing Halo on the 


move is a real possibility. Presunmiuincdg vou own a minivan, that & 
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Germany: If exuberant punctuation is a mark of guaranteed 


entertaiment [а eonclusion ea: silly drawn rom pres elenna 





then ма! to make of a toy set so wild It disregards ай laws of 
grammar and uses not one, not two, but threell! Exclan 
| Сапега (o!!l' is а Scalextric-a-like that, with the 
Virtual Racing System add-on, becomes compatible with the 
SBA, and allows players to control the action with the hancinelc 
n twopblayer mode, the ! ВА еген can cdi | lay fuel СОПЕШТҮЛІСІГ 
car damage and pit stop warnings. The systen ieasures 
and Saves iBrmmes ana, Dream n rm | one аар от coniroie 
pur asa gnosi ca Tür] ү [a 1 Ly rseif. The set 
noudina [та ۴ r ке 1 г Қт, mnang =|, ! d 
гог more information, call Nikko UK Lid | 377771 








= 
E тай жаға қ — е 4 Ё 
ч A Г ыз 1% j al 


Percentage cut in profit forecast for year ending March 2003: 90 
поо proposed start date of Nar 3e8 merger. Early 2004 
Percentage gain for Namco shen ier tre nes 1.3 


| 

| 

| 

| 

| 

| 

| : 

| Percentage gain for Sega shares after the news: 15.7 





mired annua sales of l lar ri n ASO (ET Bb) 





سے کے س س 





Percentage of Japanese arcade market: 30 
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Where's the serious videogame programme the industry deserves? 
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Detail 
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ШЕГЕН s have bean proposeci tor the elec ance g 


apanese Industrial and consumer i — Some think the 





tack of raw materials has forced companies to focus on quality 


while others arque it's to do with their relatively diminutive 


physical size or the general population density = «арап has more 


than twice as many people as the UK crammed into a similar 
and area. Maybe it's the precise nature of the culture as 
demonstrated by its calligraphy and martial arts. Whatever, 
Andrew Davey, the creative director of London-based desian 


ompany ТКО Desian, doesn't try to resolve the quandary in his 


book, 'Detai Exc Japanese Product Desian'. instead, 


he seeks to place the products of hau sehc Id names such as 
Sony, Pentax, Canon, Yamaha, Mizuno, Honda and Shimano 
nto a context of excellence. 

Ке most coffee-table tomes, there's more eye candy that 
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ompanies concerned, while tne occasional passage or 





explanation verves close to hagiolatry. Nevertheless thare аге 
Some strong sections too, particulary ihe opening one 


discussing the Japanese obsession with personal robots, which 
Es е ігі XE pei “черге o Ma ut aet à ns snm e "m LE iw. нан NEL I 
з from Honda's pint-sized ASIMO to Sony's various Alba 


doggy companions and Seiko Epsons microbots. Camera butis 


will have their attention piqued by the space given over tc 





Canon, Pentax and Full products, while Mizunos revealing or the 
process behind its 200-gramme football boot jor Hrvaico 
demonstrates the extremes of technical analty, But whatever 
your particular fancy, ‘Detail’ is guaranteed to induce consumer 


fever, Watch out credit c 





the king of game design. His book, "Тһе Art of Computer Game 
Design' published in 1982, is a seminal, if now dated, text on 
Tiacrodesign. Games such as Balance of Power and Eastem 
Front 1941 remain classic examples of strategy Сти and пе 
was instrumental in founding the Game Developers Conference 
But like mar Ty OF tne eamy pioneers, ne never Беткі al ese 
with the way the industry developed. An idiosyncratic character 
rawtord also seemed to have too mar Wider interests 
the Increasingly risk-adverse environment offered by games. One 
of those was Erasmatron, his ongoing interactive storytelling 
promct, of which, | sense, this books арап 

Always keen on language — the book is subtitied "А 
euphonious and illuminating guide to building success! 
software' — Monde starts from first principles. "Are rugs 
nteractiv queries іп the first chapter's review questions 
And with a working definition i fin Yteractivity trashed aut, so the 
book continues, discussing the fundamental issues of what 
computers are and are not good at, and how such constraints 
can be harnessed to create rich and mora intuitive games, 
Websites and software. Crawford's demand is that software 
even games, are important and hence should be designed to 


А a fea РА а Ж T neget = та dis Im) umo ure 
мок as wel as possible in conmunction with ther human users 
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tendencies means he's often pointing out this and then that sniny 


object, but the bottomline remains this 18 Inspimmoa stun. 
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Site: Lemon64 
URL: httpZ/www.lemon64.com/ 


if Edge 5 going to promote an Atari even in one 


| balanced, or ihe re of [ammer anme- isdn 
Commodore fanis will go unchecked, Put down 
your crayons, children: Edge is not biased, and 
heres your Website of the month - Lemonb4, 

a Smart, professional, and redgularty updated 
resource forall fans of the C64. With a thing 
community presumably plotting Commodores 
comeback in the forum, it’s probably best to gel 
төгу with them now --else when the "C=" logo 
gets hosted on flagpoles across the country, 
you'll be first against the wall, Well, after the 
Jagtest attendees obviously, 
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section of Out There, the yin and yang needs to be 
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Japan: This month, Taiko Ao Таип, Namco's great 
arum-bestinea game promotes farmi hannon 


The sound of drums. Yuki's mother speaks: "Yuki, 
don't spend your time playing." No response. "YURI" 


Yuki, bless her, is determined. "Yoshiko, it ismê. 
playing,” says the girl's grandfather "Oh. Really?" 


Not having been brought up to be selfish, littie Yuki 
invites her grandfather to play. 


"Do you want to play?" the wise man asks his. 
daughter. "Sorry, I'm too busy,” Yoshiko replies. 


"Yuki, why don't you play with your grandfather?" 
| |, she offers. "Yessssss mum!” And everyone is happy. 


22210 The same piano tune retums. Followed by a 
| PlayStation2 logo and the message: “It is here." 











his column isn't for you, so turn the page 
T and go read something else. It's catharsis, 

RedEye supposes, or maybe made for the 
few of you who... well, we'll come to that. Like the 
serial killer in a made-for-TV film, RedEye's anger 
management consists of biting his lip and 
counting to ten. And, like the serial killer in a made- 
for-TV film, sometimes it works and sometimes 
the countdown runs out, and it ends In tears. 

50. There are some wonderful, wonderful 
games to come out of Japan. Of course there's 
also a lot of shit, just like from the west — and yes, 
we've done this before, but wait for the tangent. 
One thing Japan does better than anywhere else 
is tha common-or-aarden shmup. Like karuga. 
How wonderful that Infogrames has finally done 
something useful, and brought a game which 
seemed destined to remain in the hands of the 
hardcore — remember those Dreamcast pre- 


The storyline has been removed. The boxart has 
been replaced with generic busty-blonde trash. It's 
been renamed Mobile Light Force 2 and given 
sequential status to another Japanese shooter, 
Gunbird, with which it has litte in common. The 
voices have been dubbed into English. Itis 
software rape, the imperialist western brute forcing 
its ideals on the exquisite Japanese maiden. 

But once again, lost in hardconer-than-hou 
pretensions, the people condemning XS have 
missed the point. The publisher hasn't done this 
for fun; eveny change has been made to make the 
game more accessible to an audience who 
wouldn't buy а spirit-themed manga shmup. and 
tor whom a preposterous amount of entirely 
peripheral Japanese nonsense and the option to 
turn their TV on its side won't do anything other 
than confuse. At its heart, the game is identical 
An excelent shooter gets released for $12, and 
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A sideways look at the videogame industry 


between takes. You're angry that John Thompson 
said "Wind Walker’, or that Sara Cawood 4 
stumbled over 'Con-ven-ant' in her Halo précis? 
You think anyone who the show was meant for 
noticed, You're outraged at how you've been 
misrepresented? Bullshit: if they'd represented 
you, with your Kanj's-so-cool t-shirts and faded 
black jeans, anyone with any sense would have 
switched of way before Jade hit the screen. 

Just shut the fuck up. ‘GamesMaster wasnt 
as good as you remember. Everyone recalls the 
Dave Perry Moment, or the time Dominik made 
ihose smutty comments at the temale C-list celeb. 
No one remembers the tedium of watching 
schooalkid X mash the fire button on generic tennis 
game Y, or of listening to yet anotner cheat read 
out by Patrick Moore, copied straight from ‘Super 
Рау Sure, bits of 'Game Stars’ made RedEye 
ennge, but Jesus, what do you want? 
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orders, and the predictions that the ttes worn 
would exceed that of Radiant Sivergun? — into 
Game and the mainstream. It's a delicious title, 
too. There is something gorgeous about the way 
enemies in J-shmups sprinkle bullets like ice 
cream toppings, and the way that karuga lets you 
lap them up. Only those of the right colour, mind, 
and RedEye's mind has been snapped regularly 
since the DC release, so much so that he stepped 
back, away, and towards a differant game of the 
same ilk — Shikigami No Shiro. 

Shikigami contains a system called the 
Tension Gauge, in which the effectiveness of the 
player's fire is proportionate to their distance from 
something that will kill them. It is a much simpler 
system than Калипа, and the lack of complexity 
means it is also ultimately less rewarding. But it is 
the ability to describe its key hook, the thing that 
makes it special, in a sentence, that may have 
made it an appropriate target for XS games. 

х5 games imports Japanese oddities and 
converts them to the US market. You might think 
this'd be considered a noble art among gaming's 
self-professed elite, the ‘hardcore’ who import 
these games from Japan on release and wax 
lyrical on fansites about their kana credentials, In 
fact, XS has been vilified in that community for 
what it's done to садат, Its crime? The vertical 
mode has gone. The fan art section has gone. 


thousands of people who'd never have sampled 
the delights of a vertical scroller end up thnllima to 
Shikigami's fantastic dynamic. Besides, why do 
the hardcore have to sulk? If you're so desperate 
to interpret the subtle metaphors of the plot, you 
can bloody well import. You? Yeah, you. 


Redeye knows what you want. You want 
something to validate your obsession with the 
obscure, to make you feel smarter at the 
expensive of excluding everyone else. You think 
Капта and Shilegami make great TV, and, 
thankiully, your infiuence means nothing to anyone 


“It’s a lazy Sunday afternoon, and our hobby is on ТМ It is a 
significant step forward but, churlish to a man, you blew it. Well done” 


Easter Sunday, and ‘Game Stars’ finally goes 
to air. At just-past 3pm, videoaaming got its 
biggest mainstream outing since, well, ever. IE was 
meant to be the day we would celebrate, the day 
we could finally stop chasing Violet Berlin around 
the cable channels, fantasising about Krotoski and 
her comrades, petitioning for mainstream 
acceptance. It's a lazy Sunday afternoon, and our 
hobby is on TV. Fis a significant step forward, one 
for which we should be thankful — but, churfish to 
a man, you blew it. Well dona. 

so much negativity, so much unjustified rage. 
irritated that The Greatest Gamer was 15 and 
worse at Tekken than you? Your fault you didn't 
enter. Annoyed that Tery Alderton wasn't an A-list 
celeb? You'd have been annoyed if the production 
team had picked someone without a clue about 
videogames, too — Alderton cracked knowing 
jokes about Metal Gear and Codemasters 
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with any power within TV. Thankfully, because if it 
did we'd truly һауе set back the cause of putting 
our art form in the public eye 20 years. 

RedEye can see the beauty in Rez, but asking 
for it to appear on primetime' like putting a show 
about Kandinsky оп kids’ TV; a small victory for 
those who specialise in that area, but offputting to 
everyone else. Sometimes you have to make 
concessions to move forward. The only way 
anyone's going to pick up a 2D shooter these 
days ts If it's cheap and painted like something 
they recognise. Maybe they'll до on from that to 
something better, and maybe, just maybe, one 
day they'll be just like you. And you know what? 
God help them if they are, because nght now the 
hardcore seems like a poisonous place to be. 


RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 
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= he German philosopher of culture Theodor 
Adorno once observed that the products of 
mass entertainment secretly had much in 
common with work in industrial society. “Amusement 
in advanced capitalism is the extension of work,” he 
wrote. “It is sought after by those who wish to 
escape the mechanised work process, in order to be 
able to face it again,” He was speaking at the time of 
have thought of videogames, So many of which 
themselves appear to offer litte more than а 
If games are supposed to be fun, Adomo might 
have asked, why do they go so far to replicate the 
structure of a repetitive, dead-end job? One very 
common idea In games, for example, is that of 
are rewarded with bits of symbolic cumency - credits, 





stars, skill points, powerful glowing orbs, whatever ~ 
which you can then exchange ister in the game for 
new gadgets, ways of moving. or access t0 

The only major difference between this paradigm 
and that of a real-world job is that, whereas the 
money earned from a job enables you to buy beer 
and до on holiday - that is, to do things that are 
extraneous to the work process — the dosed 
makes it supposedly тоге fun or involving to 
outside it. It is a malignly perfect style of capitalist 
brainwashing, Even the common idea in many 
Nintendo games of being able to take ‘time ОГ to 
play a fishing sub-game or catch chickens can be 
read, on this analysis, as а cunning subtertuge to 
within the system. 

In the overarching economic systems of games 
as diverse as Super Maro Sunshine, Deus Ex, or 


Primal everything boils down to a matter of shopping, 


New skills — whether they be new physical moves, 
spells, or the ability to transform into a demon = are 
and leaming a skill is largely absent, although this 
wouid be psychologically more rewarding. If | could 
save up and spend £10,000 to become an instant 


kung-fu master, that would be cool, but | wouldn't be 
as proud of my kung-fu as | would if | had acquired 
the ability through the normal channels of years of 
hard training, Even a game as apparently 
sophisticated as Deus Ex can only offer a bland 
mechanical parody of "ieaming’, in which the next 
not practised and leamed for oneself. 
menos n mos 








new nazzes, Link's hockshot, Raiden s high- 
frequency blade, and so оп), does not make this а 
true learning process; rather, it amounts to a cynical 
camot-and-stick routine. And though a beat ‘em up 
such as Vitus Fighter 4: Evolution is primarily 


structured around a gradual learning and practising 
paradigm, t is not the perfect expression of it. since 
the sidis to be leamed are '"Quartised': you cannot 
experiment with throwing a specific punch in slightly 
different ways, but тив ват to manipulate 
sequences made up from the quanta of predefined 





the designers have decided they have to do next, 


апа there can be no argument. It's not a request; [ is 


they encounter in Oblivion is a horned demon юга 
Who immediately sets them off on a job: to find his 
Son. Yes sir. yes sr. three bags ful sr. 

Of course a comprehensible goal-oriented 
Structure is a useful thing, to stop a videogame 
becoming a sprawling mess of undermotivated 
wandering and backiracking, But while the just- 


after ай do pretend to be more or less "realistic 
representations of the job of a counter-temorist or 
special forces agent, where a commander delivers 
objectives and the soldier finds ways to implement 
one Strays from quasi-simulation into pure fantasy. 
Apart from comic early representations of menial 
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jobs such as Tapper or Burger Time, indeed, some 
kind of military position was for а long time virtually 
the only real-tie job represented in videogames, apart 
from the venerable genre of football management. 
Yet what we are seeing now ls an Increasing 
labourisation of the game atmosphere: from the wry 
alternative employment market of GTA: Vice City to 


"If games are supposed to be fun, why do they go so far to 
replicate the structure of a repetitive, dead-end job?" 


It would surely be interesting to attempt a дате, 
of whatever genre, in which you began with all the 
skills and gadgets or weapons you needed, but you 
weren't sure what some of them were for, and 
needed to practise others to understand how to use 
modular approach to ‘education’ applied by current 
games, this would be a true process of exploration. 

But again it seems that would be to give the 
slave paradigm of videogame design. Big enemies 
such a structure is the voice that is constantly telling 
you what to do next. Sony's architecturally lavisn and 
conceptually bankrupt Primal is a good example of 
is really a middie manager disguised as a helpful 
friend. When Jen asks him for hints, he tells her what 
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the square-jawed life fantasy of Toca Race Driver, 
games become structured around a fictional career. 
It would be nice to think that the famous episode 
іп Shenmue where you actually have to go and get a 
job driving fork-iift trucks within the gameworld was 
ал ironic acknowledgment of the job-like nature of 
too many games. But perhaps it is inevitable that, as 
videogames will, consciously or not, refiect the same 
values. You ga through a period of training, and then 
it's all about success and shopping, keeping your 


Steven Poole is the author of "Trigger Happy: 
The Inner Life of Videogames' (Fourth Estate). 


- fom this month, | am unsure what is 

[- going to happen to my column. l'm so 
busy at the moment that! really thought 

Ihat | would have to stop writing it. When you 
don't have time to do something properly, 
when you're having to force yourself to do it, 
well, you can't produce anything good. | don't 
think any of you would enjoy reading work 
written under those conditions, either, but I've 
agreed with Edge to keep trying and do my 
best to keep it goina. | hope that you will 
continue to enjoy and support the column. 

By the way, I've noticed that I'm always 
telling you I'm dead busy. Why is that? | mean, 
sure, there's a ton of work to be done in game 
development, but that's my job, right? | know 
that many people in the industry have to do 
exactly the same. So what's my problem? 

Well, since we decided within Sega to 





break the company down into divisions, our 
everyday life has changed dramatically. ‘You 
know the story by now: every AM or CS team 
(well, almost every опе) became a company іп 
its own right. Mine, as you know, is called 
Amusement Vision, 

Still, all of the companies are owned in 
majority by Sega, which :s understandable. 
Anyway, | think | spoke about this a while ago 
but as soon as | became CEO of Amusement 
Vision, | had to rethink my job. It is no longer 
simply about videogames, developing 
videogames. No, suddenly, itis all about 
business. Particularly in recent months, Sega's 
internal organisation has been completely 
reshaped because so many CEOs of these 
small companies (former AM teams) have 
found themselves having to participate more 
deeply into Sega’s everyday life management. 

| don't want to appear silly but | used to 
come in to work late, well, after 11am anyway. 
Now, imagine, | have to wake up very early, go 
straight to Sega's Headquarters and work on 
the business side of things. Some of the 
biggest names in Sega have had even bigger 
responsibilities placed upon them. Sometimes 
this has meant they have had to quit their 
former position to assume an even more key 


position inside the group, as Yu Suzuki-san 
did. So yes, sure, there are people even busier 
than | am. But learning the business side while 
trying to meet the deadline for one of Sega's 
most important titles of the year, the first game 
on Tri-Force, and the first time we've worked 
so closely with Nintendo... learning from each 
other is great but it requires some attention, 
and a great deal of work. 

So when | always say that l'm so busy, 
I'm not trying to be arrogant, It is quite 
something: working at the top level of Sega, 
learning business and managing my own 
company, developing F-Zero with Nintendo 
for the arcade and GameCube. You can 
understand why I've had to rethink the amount 
of time | can devote to this column. 

Anyway, | will stop talking about Sega 
because there are even more important 
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subjects happening in the word, | would like to 
put Videogames aside and speak about 
something which is very important to me at 
this time: war. Just as I'm sure it is all around 
the world, the conflict with Iraq is the main 


site exists on the Web where you сап actually 
see all.of this sort of coverage іп realtime. | 
guess that's pleasurable to some hardcore 
war fanatics. But | wondered that if the Iraqi 
military was able to watch them too, would 
this not be a tactical problem for the Coalition 
forces’? Or is this not a problem after all? 

My final thought was that this was all a 
complicated trap the Coalition had made, 
where it would broadcast online videos of 
some part of Iraq while concentrating its 
advance in another, luring the enemy. Mmm... 
it's interesting. There is so much information, 
| really don't know what to believe. 

There is a personal connection here, since 
the father of my wife is in the US navy. He has 
a position on the carrier Kitty Hawk. 
Coincidentally, he retired some three months 
before the war began. What if the war had 


Toshihiro Nagoshi, president, Amusement Vision 





begun sooner? Well, he would be somewhere 
near lrag, | suppose, and it's quite possible | 
might have seen him on one of these 
television shows for the ‘hardcore’, It's ironic, 
because during this conflict, we have been 


“We have been flooded with footage of the war going on. It appears so 
real, but at the same time we're detached, so far, so indifferent to it" 


news on television here. But what is most 
surprising to me is the other war, the war that's 
taking place inside the media. 

Every publication, every TV channel 
spends so much of their time assessing and 
debating the advantages and weaknesses for 
both the Coalition and (гац. Over here, opinion 
is divided, Every branch of each form of media 
has its own view, and Its own way of doing 
this. But the moment that completely 
astonished me was when, glancing at the TY, | 
saw some realtime footage broadcast from the 
top of a Coalition tank rolling into Irag as the 
war began. Clearly we live in incredible times, 
It's funny that, even though l'm busy working 
at the cutting ейде of technology, it takes а 
poor-resolution picture on my TV screen to 
make me realise this. Гуе even been told that a 


flooded with footage of the high-tech war 
going on. In a way this constant stream of 
media removes the reality from the situation. 
Even though we are following the action in 
realtime, it feels more like a videogame than 
ever, We are so close to the expenence, it 
appears so real, but at the same time we're 
detached, so far, so indiffarent to it. But 
whatever the media can do to erase the 
small of blood, the reality is filled with lives 
being lost every day this war lasts. This is 
very disturbing to me. 

| really hope this ends quickly. Every day 
counts. | pray this conflict will have ended by 
the time this column gets printed. See you! 


Toshihiro Nagoshi is president of Amusement 
Vision, formerly Sega subsidiary Soft R&D #4 
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Flights of fancy were inconceivable before Powerdrome appeared 
on the ST and Amiga. Get prepared for its blistering return 
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The designers want you to feel an emotional attachment to your racer, and each character has а ‘pilot 
personality'. Replays emphasise all the near misses and aggravation you've caused during the race 
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resurrection seems to be back in fashion 


And apart from QutRun, these are not 


your ‘classic’ franchises, but videogarnes 


"There'll be no weapons, ‘it’s all about 
hitting the right line and challenging yourself 
to shave seconds off your best lap time” 
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Poweardrome so cherished - at least among With this in mind Powercrame is going VVipeout, but this next-gen Powerdrome really 
those who dedicated the time necessary to back to its roots. There'll be no weapons is blistering. The sensation of velocity is partiy 


complete one lap without crashing off а wall - and you will only master the game if you down to the slick frarnerate, but is also 


з, т 
has beer retained for this update, Notably, the adopt a good race strategy and stick to the enhanced by the terrific sound effects that 
mind behind Powerdrome, Michael Powell smoothest racing lines. Accordingly the tracks accompany your progress. Points have beer 
s directing this project have been designed to suit players who enjoy chosen in arenas and environments whic 
ve had requests over the years to bring precision and a technical challenge over the emit sounds and as your craft passes thesi 
баск Powerdrome in some form but | didn't quick thrill of dispatching an enemy with à sectors the noises boom and reverberate t 


want to do It until the technology was nght." missile up the tailpipe. This new Powercdrome оме it that pod racer quality 
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There are too many futuristic racers around so Edge ів especially pleased that Michael Powell has 


decided to remain true to the purity of the original. Weapons won't help you win, only controlled racing 
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Don't expect open-field combat to be a staple: 
SAS-style operations such as eliminating artillery 
are Hidden & Dangerous 2's stock in trade 
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illusion Softworks’ own LS3D engine seems equally at home indoors and out. We've already seen, in last 
year's Mafia (which premiered this engine), that il can handle convincing vehicle physics with aplomb 
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Variety is key: ехресі more than in the original, with operations taking place іп North Africa and 
all over Europe - even as far north as the Arctic. Equipment, vehicles and uniforms will reflect this 


Gzech up 

Games development is a relatively new 
industry in most of Eastern Europe, and this 
is particularly true іп the case of the Czech 
Republic. However, H&D's global su 

has caused Illusions studio to swell and 
others to appear as off-shoots - especially 
Pterodon, notable for the recent Vietcong 
(see p102). Bohemia (Operation Flashpoint) 
and Altar (LIAO: Affermath) also contribute to 


the Czech Republic's cultural exports. 
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The hovercraft is the first vehicle you get to pilot, 
but more are promised, Following a recent trend, 
Ancel's title mixes different game styles together 
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mportant than realism adventure up to date with Broken Sword Ili back to basics. "| fondly remember many 


glider and 


Mercenary. It was a time when imagination 
was more important than creating something 
C. | want players to be able to enter this 
world and be able to explore its limits." 
While not offering the kind of freedom of 


ity, BG&E's world gradually unfuris as 
tasks are completed until you can eventually 
navigate it: 


skies with an a 


gameworld from high а 
particularly inspiring. 
sub-garnes i 
collecting snaps of indigenous lifeforms with 


3 


your camera. Do well and you can win credi 


3&E also fits together eff 


working world. Shoot other innocent vehicles 


from your hovercraft and the police will hunt 
you down and deliver a fine. Just how well the 


ged 


coherent, but Between G 


certainly charming and different. 


Previously in E112 


Hyllia's bars (above left) give you an opportunity to mix with a diverse range of species. The bar 
game doesn't advance the plot, but it's another example of the game's working world pretensions 
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Tau about a bit of tabletop wargaming writ large: 


atia | ШРМ ~ n С^ т [ “млг. fe = Ф THE 
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ans of the “Warhammer 40,000 
= | tabletop wargame might yeam for 
the chance to play the part of one of 
the Emperor's finest Space Marines in a 
videogame, Dut, contrary to early speculation 
this isn't it. Instead, Fire Warrior casts players 
as a member of a race that's only recent 





y 
been introduced to Games Workshop's sci-fi 
Setting: the titular Fire Warrior is a Tau warrior 
named Kais. The game's first level represents 
his "Trial by Fire’, and the game itself spans 
the ensuing 24 hours, spread over 17 levels 
Since the Tau are in the process of 
discovenng the gothic splendours of the 
fantasy-fiavoured "WHA4OK' universe for 
themselves, the game serves as a voyage of 
discovery for gamers who haven t 
experienced the joys of the tabletop game 
hrsthand, and provides die-hard fans with an 
unexpected shift in perspective. Thus, over 
the course of his travails, Kais fights a vanety 
of races and organisations, starting with the 
imperial Guard and building up to Space 
Marines from the Raptor and Ultramarine 
chapters before, halfway through, a plot twist 


brings in another, more ominous enemy. Kuju 





remains tight-lipped about the nature of this 
threat, but it's bound to be either the forces of 
Chaos or the relentiess Tyranid hordes 

But Kuju isn't restricting its inspiration to 
the original "Warhammer 40,000'. Indeed, 
although the design team doesn't exactly 
boast the most illustrious firstperson shooting 
heritage, it has been keen to emphasise the 
influences that it's drawn from several serninal 
console shooters. So from TimeSpilttars is 
taken the basic solidity of the engine and a 
fourplayer splitscreen mode (although PC 


One aspect of Fire Warrior that these screenshots can't 
convey is the atmospheric audio. As well as an 
impressive voice cast including the likes of Tom Baker, mW 
Brian Blessed and Burt Kwouk, а lot of work has also ң. - à 

been devoted to capturing the essence of the wargame КТ? ч! | к. 0071096 
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with atmospheric апа appropriate battlefield sounds iM) MRNA 2" ооо 
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Videogame tie-in 

Interestingly, The process of utilising the rich | 
Warhammer 40 000' universe to create а owners will benefit from up to 16 players Over 
videogame tien has fed back into the a LAN). Medal of Honor, meanwhile, provides 
ning development of the tabletop game — ML c CON E -- o0 ноен 
Thus the neeci tor a more ower эги! Р “ГЕ LE T С u 
recreation of battefieid conditions; so in-game 
rifle wn the videogame nas translated into a т 


music is out, in favour of overhead artillery 


new! addition to the tabietop Таш атг 


= 


along with а new type of dropship And Darrages and the general huDDubD от war. Ала, 


в merchandising of course, there's Halo, from which Fire 
Warrior borrows its recharging shield system, 


and the tactical imposton of only Deing аре 


ry two weapons at a time. 


and bode well for the finished game, since 
although trench warfare against Imperial 
comrmissars |S intially reminiscent of te 
linearity and slightly basic Al of Medal of 
Honor, a certain amount of emergent design 
soon becomes apparent. And if tne game 
does deliver on its promise, thare may 

yet be hope for a Space Marine sequel. 
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have picked his moment: this game |S, Quite they'll have to learn to cope with, however, are 
simply, amazingly beautiful, The brightly DOCK ЕМ puzzies, which escalate in 


coloured, cartoonish aesthetic is sublime, with adimcuity over me course of ine game. 





posh provided by a breathtakingly lifelike Aside from the puzzles, one of the great 
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shadows based on the colour of the light imensions is that those breathtaking visuals 
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The Sleeping Dragon looks like it might manage the 
remarkable feat of adhenng to the themes and 
mechanics that have made previous episodes so 
well-loved, and yet also updating them to cater for 
current tastes and technology standards 





pretty indistinguishable from the PC version [rest т dL 





These three PlayStation2 shots (above, right) are 
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of раде); both versions are lovely to look at 
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Forget historical accuracy, if mixing filmmaking with 


= | 


extinct animals is fun, then who аге we to complain? 


hile the premise may not be startlingly new, you have to 

um РА , А тарыға e oe a Ы 
wonder үлтү Le E 5 ow и кү я “Хи AJ Ud 
Jon nare, consultant on Іле game, асти that Its a cross 


SR e Core Жа а а, 
between Fokémon EC and а nara ete ame. in Блогт, your гаѕк 


s to make fims of dinosaurs in ther natural habitat 










Starting off as a cash strapped producer/director you must make 
nrc Ш i "mm اک‎ Wie. F Р 4 „ 
the best flick you can and hopefully tum а i ү reward IS WOK CI 
even more ambitious projects. The game sets you free on a dinosaur- 


intested island and from a firstperson perspective you have to complete 
several tasks. These range trom framing and shooting tha flight of a 
pterodacty to capturing images of rare dinosaur eggs. Getting your 
presenter to avoid death and supply commentary also adds to the fun 
nce al the foo tage 15 in Ine can you go 
into post-production where a number of 


ud um Шаға —— 
editing твасигеѕ : 


low you to Сйвап up tne Тіп 
ana Make ІІ PESO TANG. ins ПГ ІБ nen 
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ASSESS tor ПБ теті, adoed extras and 










It's possible to manipulate the dinosaurs to a 
limited degree. Throwing meat In their direction, 
for instance, may generate а good photo 
opportunity. If your presenter gets a е too 
close to the action he could get mauled. 

But, then, all footage is valuable... 


quality of footage. 

Dinosaur Movie-Maker (just a working 
title, thankfully) is tna first project for Leaba's 
VirtualTV technology, and Hare promises that 
more diverse games and products will take 
advantage of its versatility. The game 





Legba will be hoping that interest in the Jurassic 
period is still strong, though its VirtualTV package 
is versatile enough to cover many more subjects will be doing the rounds at ЕЗ. 


robo 


One of Japan's newest and most unusual 
studios has a playful take on the mech genre 


------- ----------- ------------- _ 





June (Japan), TBC (ШК) 


— ot content with subverting the RPG through forthcoming 
GameCube title, Giffoia (see E122), offbeat newcomer Skip 
has now turned its extraordinary vision to... well, miniature 


robot sims. Chibirabo = small robot in Japanese ~ puts you in control of 
"i ~m mr рст TUR | а, гт; "ы тыр ыл. "ъз ety | pp ruo Fee | э =ч 5 
a 10cm mech created by a scientist whose goal is to produce robots 


rae # тылуы m ҚАйқал fen ones nm фе кырыы 4 ааа бв 
сарага ої emobon. When Іле soentist 5 taken prisoner - Dy jealous 


OUSINGSS rivals ретарв--%5 up to your mini-roDOL lo rescue nim. Sort 


D 
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of Тоу Story 2° meets ‘Pinocchio’ with a dash of 
(remember JF Sebastion's Al toys?) thrown ir 
As the screens show, the word of Chibirobo is one of giant 







domestic locations, drawn in that attractively bright, faintly nostalgic jos 
Fixar-style. Little is known about the gameplay yet, but it appears that Dr 
the robot must navigate the house and find 
where his creator is being held, Along the 
way, he'll have to regular ly recharge by 
plugging himself into the mains. There's also a 


Biss ГГ: 


fourplayer mode, although who knows what 







While the cute robot model is deliberately simple, 




















TT trus TAE 5 ТЕБ USI а Starter 0 — , Т, r 
| ЕТЕ : a Sun the background detail is exquisite, Check out the 
Diatíorner amen a kooky narrative spin. ora \ ‘Cambell’ soup tins (above). Does that cute 
real design innovation? With fare as ANE | SN eee Та а Phon kifluahoa? 


attractively designed and bravely 
non-commercial as this (no film, TV or 
Part of the challenge of the game is navigating 
Қы ма алат, н ی‎ АУМА over-sized household objects. Could this finally 
WW ү нын иланы! be а robot version of ‘The Borrowers"? 


manga licence nere), the question 





seems to fade into insignificance. 
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Format: Play Staion 
Publisher Bam! Entertainment 
leveloosr Torus 


Ice Nine 


Nothing to do with Kurt Vonnegut apparently. Although surely the notion of 
а rapidly devastating virus called ‘Ice Nine’ is too much of a coincidence? 


Australia 
Release Q3 


Previously іп E1; 
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dynamically branching storyline offenng the capacity to make moral 
choices, and a conspiracy-laden plot respective) 

the game's early levels has afforded another opportunity to evaluate the 
game's potential and things are looking good. The game engine Is 
polished by PlayStation? standards and the experience of the game's 
executive producer working on Splinter Cell (5 also apparent. 

One novel twist is that Torus intends to provide support for 
SOCOM-style headsets = despite the fact that ісе Nine is a singleplayer 
game. Although you'll be able to receiva mission communications from 
your off-site team of advisors without such a 
headset, ї you have got one it will certainly 


add to the sense of participating m subteruae 


and special ops as orders and information are 


"S Lr ras aa -— "Боза 
Dark pu] inte VOLI EA DIETS 


One interesting aspect о! ісе Nine is its support 
for thirdparty SOCOM-style headsets, which 


Also neat. is thea PDA which provides 





lends an atmospheric level of verisimilitude to dàta undates as well as transforming into а 
mission instructions and objectives. It's not | E A 
essential, but it's another piece of polish weapon. Throw in some fairy decent Al 
feguises, human shields and ragdoll physics 
Cham Th» D © 1 Ты» nme Tc 
Qut er repete b SE EE RCM EL Ragdoll physics complement some solidly 
каз PSY росиме nor UE кее realised environments which players need to 
steaith-Dased rstperson shooter negotiate with stealth over 12 large missions 


Ongm- Japan 











Capcom has found an exciting new way to tempt 
PS2 gamers online... it's giving its games away free 


hather the platform is console, PC or mobile phone, the key to 
multiplayer gaming, at least where publishers are concerned, 

C NESSUN ga c MES m Ке. is how to make money out of it. One publisher currently taking 
| this puzzle seriously іп Japan is Capcom. Catan, inspired by a German 
board game, has four players taking on the roles of colonists figntng Tor 


илсез on a small island. Not remarkable in itself, of course 


it the innovative factor here is that Capcom wil allow players to 
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h " m E 
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| ! evels and more advanced А! players for the 
si - 1 hm Ta = j 
offline singleplayer mode. To widen the 


‚ Gamers wil бе ane to 
Up to four players can participate in each game. 5 
They'll be able to pick and customise different 

characters, possibly buying new accessories with 
Capcom's in-game currency earned through play 


owners, and there wil 


be both English language and Japanese 


versions. It's a simple idea, but as the likes of 


-—- расата" ИЙ. chess and backgammon аге still the online 





experiences of choice for the masses 
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Players will be able to indulge in dialogue (top) i 
елі 


via the keyboard. The hexagonal display (above) 
betrays the title's board game origins 


Capcom would seem to be barking up 


the correct multiplayer money tree 
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amat: PlayStation? 
Punisher: THO 


Developer: Eurocom 


Sphinx is a platformer with a lot of very good 


ideas (Such ав an immortal mummy who can set 


himself alight, or electrify himself to solve 


puzzles). The challenge is to bring them together 


Format: PlayStation2 
Publisher- Atari 
Developer: Eden Studios 





Ап action adventure promising featuring 34 


quests and side missions as well as a central 


character who must increase her mystical 


powers. More on this once we're back from ЕЗ 











Although Edge was disappointed by Primal, 
Studio Cambridge's next outing looks much 
more promising, and retains the developer's 
customary Gothic aesthetic and outlook 


Format: PS2, Xbox, GC, PC 
Publisher EA 
Developer: In-house (Redwood Shores Studio) 


Return to Middle Earth and this time bring a 
friend - Return of the King features a multiplayer 


co-op mode as well as "multiple gameplay 
paths". Clarification should follow in E125 


ға танаға IPSA IUe Immo -— нр “Їч 
s announcements апа Updates... 


Format GameCube 


Publisher; Sega 
Developer: Sonic Team 


Yuji Naka's latest platformer is apparently in 
kiddie-friendly pursuit of the Jak and Daxter 
audience, and looks like a cross between 
Yoshi's Island and Sonic's Chao gardens 


Format; GameCube 
Publisher; Mintenda 
Developer: In-house 


Multiplayer mayhem is assured: up to eight 
players can participate via the GameCube 

broadband adapter, but will It return to the 
gloriously precise handling of the 16bit original? 

















The sequel to the world's only mosquito sim 
again has you tormenting the Yamada family, 
this time during their Hawaiian holiday. Bigger 


areas and new gameplay aspects are promised 


Thief Ill 


Format: PC, Xbox 
Publisher: Eidos 





Edge played an (already impressive) early Xbox 
version at last year's E3 but wasn't allowed to 

tell you about it. Expect the developer to be 
significantly more open at this year's LA event 
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arve is Nearly complete and it 
still hasn't got a publisher. It's 


the thing plaguing Edge's 


mind as it enters Argonaut's studios in 


sunny Middlesex. Knowing how good 


{һе game is doesn't count for much 
These are turbulent times ancd there 


are only a few UK developers with the 


clout and conviction to produce a 
game off its own bat 

“Funding the game ourselves 
gave us the opportunity to make the 


game that we want, says produce 


Dther doubts. As you are reacing 
ths, the same quesbon 5 probably 
buzzing around your head. Why 
make yet another jetski game when 
there are titles such as Wave Race 
Blue Storm and Speshdown already 
on the market? 

For Field there's only been one 
jetski game of note, more recent 
examples have simply not impressed 
"Wave Race 64 was a great Nintendo 
game. Personally speaking. it was 
the reason | bought my N64. Of 
course it's infiuenced us, just as great 
games always have and will. But this 
iS Seven years on and Carve offers 
advances in so many areas: the 
waves, team А) and trick systems 


never mind the online mode — are 


fantastic additions to the genre, We're 


pushing things forwards — tor us, that's 
d ы 


the point. Anything less would be a 
Waste of tme." 
б ОМКА questions out C fine 


ту 


way. it's time to focus on Carve's 


-omnat Xbox 
Publisher: ТЕС 


Develaper- Argonaut Games 
Опдит ИК 
Release: ТВС 





373 


01:18:95 
28313 


Lore 
DELETE RN 
TFT FEE еъ 


abundant qualities, Most conspicuous, 


and fundamental, are the handling 
апа wave technologies which were 
the team's priorities. Argonaut 
wanted іо make sure the game felt 


"iust right.” The detail extends to the 


Plon яше iha ume " "ч 
LX ys Of the BISH EES W 
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Decomes a essential рап @ me 


gameplay. After arduous research in 


piaces as ETUC as ceana, ine 


мала Canyon and Northampton, the 
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anve ream CeScoverexd tat racers 


use their wakes for stratedaical 
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stay out of the wakes 


YOU паме to 


of other craft, rather thàn using them 
tO Б) petream as wi car racing, 
ехгігіп Field. "This is because jetski 
mpellors pump a lot of air into the 
water as they move through it, which 


essentially makes the water benng 


/ в 
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As in all jetski games you'll have to weave 
between buoys, but miss more than four and 
you're disqualified. A clever reticule keeps you 
informed of the next marker, though this can be 
switched off. Of course, it's entirely possible to 
miss out some buoys on purpose to get ahead 


Argonaut wanted to get away from the ‘racing on jelly’ feel of recent jetski games. Тһе water 


surface itself consists of four bump maps that are realtime blended together to create random 
frequencies able to distort reflections. In short, riding the waves feels and looks impressive 
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the jetski less 'arippy' for anyone 


= қ 0 Pma 
HOAT. c». MN cuo 


mE ҚАҒЫМ Tn 
AJ nders try and осі" the player 
they do it by trying to leave their 

wakes in your way = nde too cose 


behind them and you lose speed. It's a 


really unique playing dynamic.” 


Unquestionansy the waves and 
wakes іп Carve feel believably *wibbly- 
wobbly'. Argonaut may have a 
number of techy soundbites to explain 
how the water Ее” work їп 
principle, but that phrase seems to 
encapsulate the game's feel perfectly 
The designers can adjust the wave for 
velocity, Irequency and amplitude 
Take a race around the canals of 
Amsterdam and you'll find the water 
far more stable, giving you more 
opportunity to perform tricks and 

stunts, Head out to Thailand, however 


and the waves npple across your 
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гиз Massively impacts on ine cut and opporuntity. A team-mate may even 

thrust of your jetsk) manos uvnng do a Ferran and оме up their POSTON 
in terms of structure you won't find If it will benefit the player's tournament 

anything too radical. In the points," adds Field. 

singleplayer game, tournaments are Adding to Carve's haptic 

entered and points distributed Mario pleasures iS ап easy-to-learn, dificult- 


Kart-style. Tournaments take place іп to-master trick system. Cleverty, 
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European, American, Arctic апа performing tricks (anything from 
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t arrives on September 30, 


which, at the time of writing, is a 


litte over four months away — 
barely enough time for the major 
videogame retailers to set up their 
ecorded "Pre-order now!" phone 

messages, or for magazines to hype 
the game beyond any hope of it living 
up to expectations. 

Actually, its атуда! probably won't 


be news to you, anymore: again at the 
time of writing, the Internet is sweating 


with speculation. It begins with Edge, 
and last month's next month page. 
What else could a crowbar mean? 
The question catches fire on the 
fansites; then the covers of European 


magazines leak out. But they're fakes, 


surely, or maybe they re not, because 
&B fend С Ola гі mend oes he nesrni 


from someone that it is in production, 


and has been for some time. And then 


eus САЙ — i^ WP] 


Өг punishes tne 
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Valve's founder and managing 
director. "We decided we'd do the 
whole "when it's done’ stuff first," he 
Says, Gaining tar ine game nas 
been in development since HalfF-Life's 
release, some five years ago. Edge 
is used to its cover games’ release 
dates shifting like mirages - see 
Galleon, The Getaway and Republic 
for three infamous examples - 

but Newell is set on this. The end 
of September. On your marks. 

Get set. Hype. 


Format: PC 
Publisher: ТЕС 


Developer: Valve 
Origin: US 
Release: September 30 
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The physical properties of Half-Life 2's world are utterly convincing = everything behaves, 
sounds and ‘feels’ as you'd expect. Naturally, expect the final thing to be mod-maker friendly 


in fact, Newells Claim that the 
game's been in development since 
998 is slightly misleading. Prior to 
September 2002 Valve was working 
on an engine described as "proof of 
concept." The concept proven — апа 
the Source toolkit built, a kit which will 
ship with the game and that Newell 
claims is much more robust for mod- 
making — the team moved on to the 
game, all the tools in place to build 
something worthy of the '2'. Because 
that's all it is: Half-Life 2, No nders, no 
subtitles, no franchise-building colons. 
The ‘2° should be enough to let 7m- 
plus owners of the original know that 
it's time to reacquaint themselves with 
a man called Gordon Freeman. 

True story. Around the time Hal- 
Life's ill-fated Dreamcast port was 
nearing completion Vivendi's staff 
once walked into the Edge office 
bearing preview code and wearing a t- 
shirt that read, "Who is Gordan 
Freeman?" Given the fervent fanbase 
of the сате, what price a simple 
spelling mistake on official Half-Life 
merchandise on eBay? Probably 


< 049 > 


significantly less than Edge's gold- 
code сору of the DC version, but no 
matter: few videogame players need 
to be told Who Gordon Freeman is, 
making him the most famous 
firstperson character in videogame 
history. Unsurprisingly, he's back, 

The story picks up where the 
last left off. Comprised of 12 chapters 
(ала approximately 36 hours of 
playtime, making it longer than the 
original), Half-Life 2 sees Freeman 
swapping his position as Innocent 
Scientist In A World Gone Mad for a 
rale at the side of the G-Man, the pale 
besuited fellow who popped up 
throughout HalF-Life and offered 
Freeman a job at the end. 
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The facial animation and detail of the main 
characters is phenomenal and the result of the 
developer's substantial research into the 
elements that constitute human expression. The 
work has paid off: Half-Life 2's protagonists 
possess an undeniable emotive quality, which 
when combined with advanced lip-syncing and 
skeletal animation techniques render them the 
most convincing, most impressively life-like 
characters Edge has witnessed in a game. 
Screenshots can't begin to do them justice 





Freeman's not alone, though, He's 
joined by Alyx Vance, daughter of а 
scientist from the Black Mesa research 
facility, and together they've found 
themselves trapped in City 17, an 
eastem European municipality invaded 
by aliens. That's where ie start. 
Valve isn't saying any more; this is a 
story-led experience, albet one that 
will be defined by its moments. 

When you're playing Half Life, 
you're playing the moments. You're 


waiting for the gangway to collapse, or 
the lift cable ta snap. You're waiting for 


the alien that's 100 times your size to 
appear from beneath you and start 
tap-tap-tapping on the metal walkway 
nearby. That set-pieces will play a 


huge part in the sequel is obvious, but 
Valve's hope is that they're going to be 
much more organic. 

"Many times in Half-Life, It was 
fairly obvious that you were witnessing 
a ‘scripted sequence, says Mark 
Laidlaw, the man behind the Half-Life 
story. “А good example of this is the 
falling elevator sequence at the 
beginning of the game, which 
happens the same way every time. 
We have used our tried-and-true 
devices as springboards for jumping 
into new kinds of scripting, whare the 
bordernines between ‘scripted’ and 





Rather than opt for a licensed engine this time, Valve has built its own proprietary version. 
The ragdoll physics employed for the characters is just one superlative aspect of the game 
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Тһе Al is remarkable with your opponents able to navigate all types of ter 
assess level of threat and search their environment if they're looking for y 


'unscnpted' aren't so obvious." 

Combat evolved, then? Perhaps. 
HalF-Life's most important step 
forward appears to be the introduction 
of real-world physics into the 
environment. Every object in the game 
has its own weight and mass, and 
Freeman will De able to manipulate the 
rnajority of things he sees in whatever 
way the player sees fit. 

In one demonstration, Edge 
witnesses Valve's senior software 
development engineer Jay Stelly 
outwirttiing a Constantly firing auto- 
turret. А metal grate, picked up from 
the floor nearby, provides protection 
for Freeman as he inches closer to the 
turret, then becomes a projectile itself, 
fiung at the gun. The grate is heavy 
enough to knock the turet over; it 
continues firing, but now the bullets 
are harmlessly ricocheting off the floor. 

Its à mini set-piece, slightly set up 
but played to the player's rhythm, 
defined by their wit. There are 
countless more. Shoot a qas 
canister's pressure valve and it spins 
out of control, potentially dangerous, 
potentially helpful. See something 
wooden, and you can set it alight, or 
break it into a thousand pieces with 
some ballistic artistry. Drop a wrench 
into whirring machinery and the 
whirring machinery will not be whirring 
for much longer. 

The physics engine within Source 
ls derived from Havok, which opens 
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ip a ween ot possibilities for DETÎ 
interaction = particularty when you 


consider that at some point in the 


aane Pesman moemmes an ef ergy- 
beam weapon та їс nim move 


extends as far as 
Ine characters., all OF wnom паме 
extensive virtual musculature and 
utilise true inverse kinetics. It's not 
hard to see the difference between the 
models on display here and those 
from the original Half-Life, but i 

seeing ine 


IN acion inai really Snows 


off the difference. As ever, God is in 


perfect lip-syncing, watch the light 
reflect off the cn 


this just penpheral detail; if Vance 


FOCUSES on an object їп me room, 


there's a fair chance it's important 


It could just be a Head Crab, of 
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Ine Aen Әйелге, DUL there Il De 
Signicant newcomers too. Valve 


ntroduces Edge to two of them. Ant 


ОПЕ are pug-faced insects that run in 


packs, and use scent to distinguish 
and track down their enemies. When 
Freernan's scientist pals manage to 
produce a ‘friend scent’ for him to 


wear, the ant lions become a useful 


ст It's not the first time Half-Life 

М opponents have used senses 
other than sight — most will recall the 
eine tentaces in the first game, 
which could only be avoided if 
Freeman was quiet enough 


The other enemy on show i 
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the Strider. А 50-foot, three-legged 
creature reminiscent of the towering 
stalkers from "War of the Worlds’, the 
Strider is jaw-dropping. It totters 
through City 17 and walkways in its 
pain crumbie. When it nds an 
obstacle it can't destroy, a sturdier 
bndge halfway up its body, it kneels 
down and goes beneath it. The AJ 
here is apparently smarter than ever, 
not bad when you consider the 
scripting in the game's prequel is still 
considered by many to be unparalled 
on the PC. "One of the best things 
about our Al is that it understands 
context," says Stelly. “NPCs use 
ntormnation about tha word and the 
story to heip choose behavior." 

And that can help Freeman out, 


too. "In Half-Life, Barney always ran 
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Development heaven 
Half-Life alone was impressive 'á но TNAM ү v ҮЗІ | 
enough to warrant the phenomenal Р 
sales figures, a significant number 
of the 7.5m copies of the PC 
version were bought because the 
game offered such potential for 
community-driven expansion. The 
Source toolkit is even more user- 
friendly, offering things like intuitive 
texturing to speed up the level- 
design process. Each level in Half- | 
Life 2 begins as an "orange map" — | Қы 7% қ 
a prototype of the final map so “ы op тшшн ту „ 

| 

| 








named because of its orange-hued, Ту Мете 
untextured architecture. Levels can 0 iJ fat e y j^ 
Before and after - what four and a half be extensively tested in 'orange' 
years can mean for technology. Characters mode by designers, before handing 
from the original Half-Life and their 
impressive representation in the sequel. 
The quality of the voice acting matches the 
that of the game's other superior aspects substances themselves, material 
textures in the Source engine are 
tagged to automatically replicate 
the aural and physical properties of 
the object it represents (including 
lighting effects and collision 
detection). Slap a metallic texture 
on a door, for example, and bullets 
will ricochet and ping against its 
surface, creating minute 
pockmarks; a brick texture will 
make a very different sound, with 
much more pronounced bullet 
holes. Illustrating this, the team 
demonstrated how a metal barrel 
scraping against a tile wall will spark 
and kick up dust, generating an 
irritatingly realistic screeching 
sound. Changing the material | 
properties of either the barrel or the 
wall changes their interaction — an compares Stelly. “In Half-Life 2, he cards and DirectX9, Valve clairs it's 
affect accomplished merely by behaves very differently.” also possible to play it on a mid-range 
assigning a new texture. Barney, the родау put-upon PC running an old TNT card and 


security guard at the Black Mesa DirectX5. The key here is maximising 
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| them over to artists for texturing. 
Somewhat like physical 





into a fight with guns blazing,” equipped with tha atest graphics 


complex in the original game, bullt up Its potential userbase — not that 

something of a cult following, Newell seems particularly worried 
culminating in his own spin-off game, about that. “We knew, given the 

the (entertaining, but brief) Blue Shi strenath of our fanbase, that we would 

His return here reaffirms one of Hah- be successful with Half-Life 2. So we 





Life's greatest traits; emotion aac "Let's take c ery ring we can 





Characters that were throwaways for and see how far we can push it with 
us when we started working on Hai- the next generation of technology, 
Life turned into this thing that people gameplay, and character design.” 
really responded to," says Laidlaw With 5,000 polygons per 
"We constantly heard stores about character model, difused and 
people taking Barney into a turret by specular Dump mapping similar to that 
accident and feeling horrible when he n Doom Їй, and a powerful particle 
was killed. We just realised we had and lighting system that allows 
ins greal way Of getting emotion out reaime luminescence and mirronng 
of a gamer." effects, it's fair to Say Valve's pushing it 
The game's no aesthetic slouch, quite far. But again, many of the 


For the sequel, Valve has increased the either, but those who don't lie at the eatures have been included to a 


number of outdoor locations significantly cutting edge of PC gaming doo! speciic end, in this case the demand 
and you won't find yourself on an alien 





orw Ji "c fer ІЛІМ а! Не 9 uy fo 2 few jane n oor © 3 = 
world this time - ай of the action stays Shouldn't suffer. While Half-Life 2 wil in Half-Life 2 for large outdoor scenes 
firmly on Earth. It's what the fans wanted take advantage of 3Ghz PCs The terrain system uses the bump 
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«B e engine — something that frustrate E Pn. 5 ng around the 
ract a - and more on creating compe res. А as 5 retracted 
TS ak Tying zet-peces =F 3 yt jow and to its SoftimagelXS! is Valve's “prop and 
Отаны = E € 25 iridir ереді character tool of choice" for Hal- 
мы: ' RS EE VE SCR Life 2. Edge spoke to the company. 
randenng tima comdor. There there, and you re in a dead "Valve is building a product that 
And that al l shadows, and the 3 revolutionises the visual and 
cerntrate le th shadows and anos t's ur vou. There will be experiential sophistication of 
| arie С ements like this in-game characters, and й needs a 
chout Half.Lffa 2. and dozens сі 3D art tool that will provide an 
; equivalent level of sophistication at 
лу вест can ое гевомес. (пех content creation time. With XSI, 
be ns of payers, васп wit а with the invention and introduction 
story to teil = stones about how the, of tools such as the Animation 
вай which | i thrilinq Mixer, and the whole paradigm о! 
== ES ر‎ Tu character-level manipulation, we re 
ў E: i "ue Ке | still innovating and helping to take 
a ОРЕ E 4 ТИГ the industry into new territory (tools 
жил киш, PENS E a, 9 es Io рап, that S like advanced spine structures and 
энесе, теп ime С tans гах ] XCEL, DeCause specialised rigging systems for 
5 frame as the creature trie 2 3 і be spectacular limbs). We focus our research 
ah А performances, but part of investment on the needs of 3D 
Then with a crash, splintering glass | something greater, something PELO өлеңдеріне 
гы 5: - intuitive, creative art tools that 
and waning metal and sKpDDIng emergent, something thats scnecwied 





anticipate emerging production 
needs, and let artists explore their 
talent productively.” 


heartbeats, af to appear on monitors globally on 
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Valve claims to have invested most of the 
money made from the hugely successful 
prequel into Half-Life 2's development 


small window at the too of the door. It September 30, Four months and 


counting, then 
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rcade games are about showing off. 

Once upon a time it used to be 

Dragon's Lair that generated crowds 
and inspired gasps from teenagers. But 
bizarrely it's a fad from the "805 that is 
keeping the arcade industry alive. No, not 
LaserDisc, but breakdancing. Or at least its 
digitally inspired equivalent. 

And if there's one name that rules 
supreme in the rhythm action arena, it's 
Konami. The company's rhythm action family 
tree has blossomed with a speed and voracity 
usually reserved for videogame football 
franchises. The first rhythm action title in 
Japanese arcades was not Dance Dance 
Revolution, as the casual onlooker might 
presume, but rather Beatmania. It's from this 
DJ-based simulator that Konami coined and 
copyrighted the description ‘bemani’ іп an 
attempt to exert complete ownership over the 
genre (see Having your cake and eating it). 

The premise of Beatmania is simple and 
will be familiar to anyone who has ever 
rapped, danced, samba'd, taiko drummed or 
conducted with a videogame avatar. 
Gameplay is derived from what most regard 
as the first Japanese rhythm action 
videogame, Рабарра the Rapper. іп almost all 
rhythm action titles music plays, establishing 
a rhythm, while the player follows onscreen 
indicators to hit various buttons (or break 
infrared beams) in time with the pulse. The 
game monitors the player's accuracy of timing 
and will score each hit accordingly. Bump up 
the difficulty and the frequency of hits the 
player must achieve increases proportionally 
It's the simplicity of rules that attracts the 
novice and the universal nature of the 
gameplay has helped establish the genre 
across the world. 

1 A Gomplexity. Few argue it helped kickstart g However, the future for rhythm action in 
- 2 | MR Japan (at least in the arcades) is far from 

= ыш eae its Ы years:4 take ae сар 
4, watched its homeland popularity іп the last 
18 months fast dwindling. Tales of over- 
ruin from DDA are a thing of the past. 
Konami, despite seeing a 260 per cent 
increase in net income at the end of the 
fiscal year in 1999 (directly attributed by the 
company to rhythm action) is quickly but 
quietly putting each of its golden child 
bemani franchises to sleep, something no 
one would have predicted three years ago. 
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Perhaps the last innovation from the 
-bormparny comes in tha form of Aerobics 
ferniution released оп PS2 in March 


—cExpensive new cabinets (often costing twice as 
== fnuen as a standard upright) combined with a 
HBWIy Out-Of-fashion arcade experience could 


be a costly mistake Konami is not prepared to 
make, so machines are, to data, largely being 
sidelined in Japan, Experts suggest that the 
market has been saturated, and with over 40 
versions of Beatmania on home and arcade 
formats in Japan it's hard to disagree. 

In the US the genre has never taken off and 
the PAL territories have seen many titles (mainly 
from Konami) that were deemed unsuitable for 
the US niche. However, if bemani has become 
stale in Japan, the opposite is true in the UK 
with Dance Dance Revolution games and 


clones now filling our western shopping centres. 


Whether such popularity in the mainstream UK 
will De sustained is highly unlikely, as market 
trends will undoubtedly follow the Japanese. 
We could be seeing videogaming's first high- 
profile giobal fad. Although at first glance it 
seems unheard of that а new and exciting 
genre snould go out of fashion in the world of 
Qames во quickly, looking at the roots of the 
genre in Japan, It should not бе so surprising. 


The empty orchestra 

it's arguable that rhythm action could never 
have been invented in its current form outside 
of Japan. Unlike genres such as the RPG, 
which have their roots both in the east and 
west, rhythm action is an arcade phenomenon 
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Home versions of Konami's bemani titles often received 
add-on disks: these cheaper updates required the full 
games to be booted first and then unlocked new songs 


born from decades of Japanese cultural 
inclusiveness. Edge doesn't need to tell you 
that the Japanese are generally shy people 
ruled by the kinds of strict societal codes the 
British usually associate with royal ceremony 
Exuberance and extrovert behaviour have for 
centuries been permissible only when housed 
Dy а 5et social framework that members o! the 
group are aware af. Group value is of the 
highest importance in Japanese culture. The 
recognition of individual identity is achieved 
tnrough establishing relationships with others 
and then maintaining and reinforcing those 
relationships; a standard oriental social ideology 
shaped primarily by Confucianism and Taoism. 
it's this paradigm that shapes Ine way 
Japanese culture approaches entertainment 
Тһе key obiective of entertainment, unlike 
for the westerner, is not primarily for entertaining 
oneself but rather а way to indulge oneself in 
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-> Peripheral vision 

Edge takes a look at some of the 
instruments that have found their way 
out of the plastic moulds and ыс the 
homes of the rhythm nation.. 


1. Guitar 

The first guitar-based, rhythm action 
controller came in the form of Konami's 
own Guitar Freaks. Guitar Freaks and 
Drummania are separate arcade games, 
but share the same soundtrack and are 
able ta be networked together so that опе 
player can play the guitar portion of à 
song and another player can play the 
drum portion to make the experience more 
like being іп a band. GitaDora was а 2001 
release for PS2 combining Guitar Freaks 
4th Mix and Drummaria 3rd Mix. 


2. Dance mat 
Peripheral, at least in the west, is 
undoubtedly the dance mat. Konami did 
not limit the usage of the peripheral to 
DDR games including compatibility in a 
huge swathe of Japanese titles such as 
The Kiss Destination and Goo Goo 
Soundy. Logic 3 is Soon to release a hard 
mat version of its best-selling, thirdparty, 
plastic peripheral which will retail at £125. | 
The Uis own dance peripheral is an 
intriguing addition to the catalogue and 
rare to boot. 


3. Keyboard 

Konami's Keyboardimania peripheral for 
the home is disliked by all but the most 
dedicated rhythm action fan, Without 
intimate knowledge of the keyboard it ts 
extremely hard to line up which key one is 
supposed to be hitting at which point. The 
poor graphics and interface further spall 
what is widely regarded as Konami's 
weakest bemani offering. The meagre 
number of sequels in comparison to other 
franchises tells all. 


4. Turntable 

Beatmania is the oldest bemani game. 
There are four major versions of the 
Beatmania series and over 40 titles 
available for the home market from PSone 
to WonderSwan. Beatmania is played оп а 
box with five to seven buttons and a tiny 
turntable on the side, At the basic level 
the player must follow the notes on the 
screen to hit the buttons and spin the 
turntable іп the correct order and in the 
proper myth to create beats and 
advance to the next level and song 


5. Taiko drum 

Матсо% Taiko Мо Tatsujin first appeared 
in the arcade in 2000. Based on the art of 
modern taiko drumming the game splits 
the peripheral into two halves and requires 
the player to perform a series of drum rolls 
and nm shots in time with various anime 
and classic themes. The full title of the 
PS2 conversion released іп 2002 la Tako 
No Tatsujin: Tatakon De Dodon Ga Don. A 
тоге onomatopoeic Ше you will not find 





















6. Магаса 
The first non- Konami title to Rr get 
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peripherals that actual 
_ game is switched off. | 
ET. Tambourine АА 
Sega's ‘other’ rhythm action < 
Samba's pseudo sequel, Sha ) 
Tambourine saw the player maste 
intricacies of shakes and buses The 
home conversion came not to C 

“ав many would have hope t 
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hen ayer takes c on the role of 

1 al conductor and must direct the 
orchestra through various famous classic 
pieces. The faster the baton is waved the 
faster the orchestra play and the more 
forceful the players movements the louder 
the volume. Player's are marked on their 
performance. Quirky Japanese rhythm 
action at its best. 









9. Microphone 
More than one developer has tried its 
hand at karaoke. JVC's Wondermega had 
a karaoke option while Sega's Sonic 
Karaoke add-on for Dreamcast allowed 
users to download songs from the D- 
Direct Website. Jaleco's Dream Audition (а 
port of a very hard to find arcade game) 
took things to the next level and made а 
game out of the concept in 2000. It was 
so successful on PS2 that there are now 
five iterations in the series but at Ұ10,500 
(£56) the original is not cheap. 





10. Para para 


when Konami's Para Para Paci RU AN 
released in Japan for PS2. A radial set o 
sensors located in front of the dancer 
register arm and hand gestures. Watching 
the arrows onscreen the player must 
motion towards the corresponding sensor 
1 as each cue із up. As one of the most 
advanced peripherals one can buy for the 
home market, importers tend to charge 
prices to match. Nevertheless if you want 
to explore the roots of the genre, this is 
the place to come, 





the group and interact with others. As such the 
entertainment forms that provide the most 
pleasure to the Japanese are those that 
perform functions of personal enjoyment 
married with corporate edification within a social 
group. The primary example of this ideology's 
marriage with music came in the Ізів- 70s on 
the west coast of Japan. Legend has it that at a 
snack bar in Kobe the scheduled entertainer 
failed to show up one night. Not wanting to 
disappoint his customers, the entrepreneurial 
owner decided to play instrumental tapes of 
popular songs and give people the opportunity 
to sing along on the microphone. It was a huge 
success, and the worldwide entertainment 
phenomenon karaoke was born. 

in actuality the digital form of prompting 
whereby a dot signals which word to sing along 
with is more likely to have originated in 1950s 
US children's cartoons bul, as per usual, it was 
the Japanese who took the format and made it 
uniquely their own. Karaoke provided one of the 
tew opportunities for an individual to show 
himself or herself in front of others with his or 
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_ Рага para is a ‘dance’ style with a fixed set of moves to follow. 


their fiends without fear of causing annoyance. 
The first box was placed in a rice camp of 
Prefectura de Okayama, in the eastern zone of 
Kansai in 1984. There are now over 100,000 
karaoke boxes іп Japan. Іп recent times 
accompaniment has become increasingly 
popular in many bars (to encourage group 
interaction), and patrons are given percussion 
instruments such as maracas and tambourines. 


Untamed paradise 

The arrival of the disco scene to Japan in the 
1970s brought its own set of social scruples. 
Besides the then strict rulings on permissible 
clothing for disco goers, thére was the issue of 
how to express oneself in unfettered dancing. 
Devoid of an unwritten social rulebook for the 
disco environment the dance practice para para 
was bom (allegedly in Harajuku) and, in part, 
provided the necessary framework for disco 
fever. Para para is a 'dance' style based on 
upper-body movement (mainly amns) and each 
song has a fixed set of moves the dancer 
needs to follow, as in the sang ‘Macarena’. 


| 7772 all the societal rules and pandered to the Japanese love 


= er routine yet clothed it in a new way for the upcoming generation” 


ver 


her own voice, without being branded arrogant 
or self-centred, It fulfils the human desire to gain 
credit as an individual without jeopardising the 
Japanese need to be accepted by the group. 
Something that Konami's bemani machines 
would capitalise on two decades later. 

The next step came in the early-' 80s. 
Japanese home building practice means walls 
are often wooden, making singing at home in 
the evening a disturbing affair for unsuspecting 
neighbours. It was only a matter of time before 
karaoke boxes were born. Taking the form of an 
acoustically isolated booth, karaoke boxes were 
placed on roadsides and in shopping centres 
where people could sing their hearts out with 





In Tam Tam Paradise you play a cherub in training, 
doing good deeds by way of slapping percussion in 
time to a stream of descending angel wings 


During the вапу- 805 one person standing 
at the front of the disco facing the crowd would 
dance a routine for a particular song, which the 
crowd would then learn and follow. Japanese 
record companies soon saw the financial 
benefits of givina people para para routines to 
ao with their hits and had their artists, such as 
Namie Amuro, МАХ and Takuya Kimura, devise 
their own routines for their videos. 

There are films from the early- 80s of 
Japanese dancehalls full of young people all 
performing the exact same routine in time with 
one another in relative silence. Para para 
obeyed all the societal rules and pandered to 
the Japanese love for routine yet clothed It in a 
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> Lord of the dance 


Edge let one of the world's Pump It Up 

champions, an Englishman who became 
во good at the game that Andamiro (and 
later Konami) employed him to promote 

their titles around the world, tell the story 
poii gain 

his identity be kept a secret. 
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big business in Japan with a 
huge plethora of Game & 
Watch-style titles as well as 
Game Boy, WonderSwan Color 
and even NGPC tie-ins 


new way for the upcoming generation. But para 
para (and to a lesser extent Karaoke) was to fall 
foul of another more modern Japanese trait: the 
love of the fad. While in the UK we have seen 
one major resurgence and subsequent decline 
of "7068 culture, one analyst estimates that para 
para has been in and out of fashion with young 
Japanese people no less than four times in the 
last two decades. 

Para para and karaoke are undoubtedly the 
parents from which the whole rhythm action 
genre has originated and it was only a matter of 
time before the concept was married with 


Origin of a species 

While PaRappa is considered to be the 
Japanese onginator of rhythm action, a very 
basic version of the game was being used in 
western toys prior to 1996. Eighteen years 
earher Milton Bradley, pre-Vectrex, released its 
toy Simon. This musical version of Simon Says 
caught the public's imagination and went on to 
become а best-selling, must-have toy. The idea 
was simple: the computer plays a tune that the 
player then has to relay using the four brightly 
coloured pads. Get it wrong and Simon blows a 
computensed raspberry at you. 

The same idea surfaced in a C64 game six 
years later in 1984. Breakdance saw the player 
enjoying ona of four games in which he 
attempted to copy opponent's breakdance 
moves before the clock ran out. At the time 
reviewer Gary Penn summed it up thus, “On the 
whole, Breakdance is boring. Three of the four 
games are essentially variations of the Simon 
says theme, and all of them are rather dull." 


Despite the fact the game had a freestyle 
mode this was a precursor to the genre only 
in part. In fact true predecessors to the 
Japanese rhythm action phenomenon outside 
of karaoke and para para are nearly impossible 
to find. There's the Colecovision's Dance 
Fantasy where the player programs à 
mannequin to perform sequences of badly 
animated dance routines and a host of other 
dim and distant games with 'dancing' in the 
title. But the key difference was that neither 
МВ Simon nor any of the computer-based 
variations took into account accuracy of 
rhythm. These were essentially Simon Says 
games with a tenuous musical tie-in 
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Тһе C64's Breakdance is just one western example of 
an early dance-based Simon Says title. Edge could 
say that some of these games inspired Konami in 
recent years but we would probably be lying 


While rhythmic games had been seen in the 
vein of Konami's Track and Field, we were yet to 
see a music-centred game that tested rhythmic 
accuracy. Rhythm action was to open up new 
avenues for both home-orientated gameplay 
and the arcade scene. In 1996 Sony took a 
Drave artistic chance and the revolution started 

The first rhythm-based scoring game was а 
design triumph for director Masaya Matsuura 
and lead artist Rodney Greenblat, Combining a 


| —^*| wanted to make people enjoy music as their own experience. 
= believe that the live concert is one of the best ways to enjoy music 
2 апа | yearned to virtualise its live expression for those who don't play’ 


v 


leftield storyline and a unique (and culturally 
inclusive) art style with revolutionary gameplay, 
Раћарра the Rapper is the game that started 
the disco ball rolling. Edge asked Matsuura-san 
where the original idea came from, "I originally 
composed all my music by computer. However, 
| always had serious thoughts as to how music, 
a medium traditionally just listened to, could be 
interacted with in videogame form. | wanted to 
make people enjoy music as their own 
experience, so | got the idea of producing a 
music game. | believe that the live concert is 
опе of the best ways to enjoy music and 1 
yearned to virtualise its ultimate live expression 
for those who do not play." 
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> Ten rhythm action games you've never played 


Although the flood of rhythm action titles has slowed considerably, 
there аге a number of titles that even the most dedicated importer 
will have missed. Here are ten of the best and most playable... 
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Раса Раса Passion Special 





PSone 
24/06/99 
Produce 
The third title in a standard rhythm A leftfield and interesting rhythm А game based on the popular Koc: Paitinne Sana NARI Ie .. Better known for deep puzzling, the 
action game series in the vein of action game where the goal is to Japanese anime following the control опе of four members of the Puyo Puyo series occasionally takes — 
Pop'n Music. Produce released its create a face on a grid within an fortunes of a rock group. It's also band Yellow Monkey. The game a diversion. This is Сотіриів 5 Қр ҚЫ; 
own special rhythm pad for this. allotted amount of time. . compatible with Produce’: 5 mm plays differently depending on rhythm action venture playing 

| жаса controller. whether you play as the drummer, rather like Enix's Bust-A-Move. 


bassist, guitarist or singer. 










































wi 
Pree Sutetores, veste to 
MEI, УКА ҮЛҮЛ 
XD E рты eng Баят тыру aee RN | тин | 
т ат J — 
Weak ына к = UM 
| Tokimeki Memorial 2: eig summer vacation Dog of Bay Cool Cool Jam 
PSone Эл м кош v | — n " Neo-Geo Pocket Color 
28/08/00 TEPS M Ае AIO 10/08/00 
HUN Konami А i me SNK 
| ' \ » y d. І UL N у ) 
! Released а. ШЫ OL aner Released at the height of —€— i pert rhythm action title is Although this game tied in (and 
/ 1 the better known Tambourine Фе; fever іп Japan this is one of the ^ Mine in that it utilises the USB linked up) with the excellent Cool! 
. here the player joins J-pop: ad many Tokimeki sidestory games. ТТТ оона for Р52. The onscreen Cool Toon on DC It actually plays 
© Mini Moni as a dancer. Maaa ^ . The subtitle alludes tothe ODF = 7 үл iy үй, Үш у, / РТ ji регвопа dance in time with your very differently. With 12 instruments 
f ун эта ҮН, Ж ЮУ within. И, т precision typing. you are required ta hold the МАРС 
HAH AA у A 2010, іп different ways to play each 
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> Future publishing "m 
Edge asked a few industry already constitutes the 'rhythm 
| жеттен take on the future action’ game. The challenge is 





m action genre. making such games appeal to as 
C many people as possible." 
for rhythm action in Hiroyuki Kotani 


"Games based on music are not 
ji 1 always naturally rhythm action. The 
jl) JURE ошти Personally | don't 


point is that music is an art form 
` believe any of Korea's or Japan's without form: it cannot be 
. players (even the very best) are any represented as ап object. Paintings 


| аи UK's Le and novels have similar nature but 
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| games, ате її n 
which are not related with music. it 
The rhythm action genre has already 
reached its peak and hit the ceiling 
here in Japan. Now, we must look 
> into a can be interactive іп 


i " different types of music 
pore new gaming 
eriences, i. | think music games 


її has 
be the one to make it.” j 1A, 
Yukio Shimomura 
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rH radi 1 already stopped, 

= "8nd filed an injunction in a court 
after losing the KIPO case, 
Japanese game makers seem to be 
poised to step up legal assaults 
against Korean counterparts which 
have made rapid growth, in a bid to 
keep them at bay." The patent court 
finally ruled that as a game, 
Andamiro's Pump Н Шр doesn't 
infringe a design patent right of DDR 
of Japanese Konami. The patent 
court gave a decision. аға desi 
of Pump It Up doesn't 

7 right scope of registen 2 
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Console rhythm action games have been а breeding ground for innovators but game structure has remained 
fiercely traditional with the same basic level-by-level progression we have enjoyed for the last 20 years 


Раћарра‘ѕ unique kawal styling and 
accessible gameplay earned the game a legion 
of Japanese fans, cuddly toys and McDonald's 
endorsements. The importance of РаБарра в 
stylistic accessibility cannot be underestimated 
as it ensured that the game was not too 
Japanese for cultural export and also helped 
introduce female gamers to a genre they might 
not have otherwise looked into. While there are 
many РаНарра clubs in Japan run by females, 
more important than the cult of the protagonist, 
the game demonstrated a core universal 
gameplay that was at once both enjoyable to 
women and not obviously male-orientated. 


Universal studios 

Matsuura-san has his own theory on the 
adoption of PaRappa and the rhythm action 
genre by women. “Тпе videogarne industry is 
mainly targeted to the male audience. But | 
think the music genre doesn't isolate female 
players so much, and that's where we should 
take gaming and its genres, towards a 
universally enjoyed experience. | think there's 
a very laddish image attached to gaming 
culture, which doesn't seem welcoming or 
appealing to girls. | generally think female 
players are happy to enjoy uplifting games 
regardless of its genre while males may have a 
problem with experimenting with less 
stereotypical games in front of peers." 

Director of the Р52 conducting rhythm 
action title Mad Maestro, Hiroyuki Kotani, 
agrees, "| think rhythm action has two threads 
of appeal; to satisfy our desire to control the 
body as seen in playing sports, and to provide 
feelings of pleasure or even emotions like relief. 
But while most games satishy desires such as 
intellectual curiosity and the fighting spirit 
among male players, music games provide 
something more universal. With music, girls and 
boys support it equally. And using characters 
like PaRappa, Sony has opened up videogames 
to gins and music games to the word." 


EXE 


It seems that PaRappa had started 
something so new that no other developers had 
any such projects in the pipeline at the time of 
РаБаррав release. Then in 1998, after а 
suitable gestation period for forward-looking 
developers, two key titles hit the market: one for 
PlayStation and one for the arcade. 


Simon says dance 

Enix, a publisher best known for its stunning 
(yet rarely seen by westem eyes) Japanese 
APG catalogue, took a chance with 
occasional arcade developer Metro (most 
famously known in Japan for 1993's Sky 
Alert) who had developed a title based on 
РаНарра в Simon Says rhythm premise but 
using the medium of dance rather than scripted 
rap. Both Bust-a-Move (known as Bust-a- 
Groove in the west) and Рабаора had the 
benefit of excellent and exceptionally 
memorable soundtracks. 

This element was clearly very important to à 
music game, as it was the catchy musical 
element combined with tight gameplay that 
would prove a double-pronged draw to players. 
In the arcade, things had to be more musically 
overt and familiar to attract the crowds and so 
throughout 1997, developer Konami acquired 
top J-pop and dance music licences for use in 
its new rhythm action-based titles. 

in 1938 Konami released three «ey titles in 
Japan, Beatmania, Dance Dance Hevolution 
(and its sequel) and Guitar Freaks. The key 
difference between these titles and the home 
consoles was the scale and scope of the 
machines and their appropriate peripherals. The 
Japanese had come full circle. Here, in the 
arcade scene, were the dancing equivalents of 
karaoke boxes. The social aspects and laws 
that made karaoke and para para such popular 
musical means of expression had been distilled 
and introduced to the arcade scene. Almost 
overnight a craze was born to take the place of 
para para for the arcade generation. 


Developers as diverse as SNK (Coo! Cool 

о Tatsujin) launched 

their own unique titles off the bandwagon and 
he relationship between music and games was 

forever changed. 


Тооп) and Namco (Тако 


Pop culture 

The reasons as to why rhythm action games 
both at the arcade and at home, аге popular 
are immediately obvious to anyone who has 
introduced them to friends and family. With little 
need for in-der 


xb ا ا‎ ot Ama Anra hha Parin 
ИП MSrUcHON, once me Dasics 


have been learned a player can enjoy any ої the 


various machines/ ‘dames and musica styles 
someone with a competent sense of mythm 
but no musical technique can play guitar, drum 
keyboard or maraca in a safe environment 
This has been a MESES RI Sword 
particuiarty for the arcade machines, which 
have frequently been attacked for featunng 


tier arcade playérs down to family gatherings. 
he games provide a framework for exuberant 
showing off between freestyling Pump It Lip 

players while being universal enough to allow 

for child-friendly Disney endorsements. This is 


claim to. Yukio Shimomura, жесе; of Gitaroo 

Man offers his explanation, "Music is something 

that enjoys a certain universal appeal, so the 
essence behind the genre is simple to grasp. 

| think maybe that's why games like Dance 

Dance Revolution and Guitar Freaks have such 

mainstream appeal." 

These are games that anyone and everyone 
can attempt and there is no age restnction with 
tha genre. And of course there is the appeal of 
songs. While Gran Turismo has lona realised the 
importance in licensed music to enhance its 
products, nowhere else is such musical 


familiaritv so pertinent to the player. 


—"| think rhythm action has two threads of appeal; to satisfy our 
— desire to control the body as seen in playing sports, and to 
— provide feelings of pleasure or even emotions like relief" 


simplistic gameplay. Konami has largely risen to 
the challenge and the rhythmic complexity of its 
various series has escalated with васп release 


to frightening proportions. The fact is that the 
beal detector never lies and this can бе 
intimidating for competent real-life musicians 
who object to having their rhythmic 
competence marked bri а toy (Edge nas one 
high-profile musician friend who refuses to play 
Taiko No Tatsujin for this very reason} 

These are communal games encouraging 


competition and community right from the top 
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Rhythm action has gone out of fashion іп Japanese 
arcades, but there are still some excellent amateur 
recordings of freestyling experts to be found online 


The combination of these factors has 
enabled rhythm action, particularly in the 
torm of Dance Dance Revolution and its 
thirdparty plastic mats, to become one of 
Videogaming’s most valuable diplomats to 
the western mainstream. There is still much 


around to break, however, as only a втайепта 
of arcade-to-home conversions maka it to 

яна DAI ren" 

the PAL regions. 


he prohibitive cost and niche market of 
titles such as Taiko No Tatsujin and Guitar 


| have m үи! їпаї SOC has Deen 


fact that here is a Env: that parents can 

uy for their chiidran and then join in with rather 
than ignore. The accompanying peripheral can 
be a comftortingly recognisable object 
compared to tne alien mystery that is the 
joypad to a bemused parent. But w nether {пг 
genre сап ever regain the dizzy heights of 
widespread salaryman attraction in homeland 
Japan IS perhaps uniikely. 

The number of music-related garnes that 
have dived at retail from Rez through Samba 
to Freguency has almost assured that the days 
iring PAL 
release are over. But already the genre has 
established itself. deap enough to retain a key 


of music-based peripherals sect 


place in gaming 's canon and if it continues to 
encourage more people to discover gaming's 
universal appeal through the generations, 
then may the beat go on 

















Logic 3's new metal dance mat 
(above) boasts excellent build 
quality and could take the 
genre to the next level in the 
UK mainstream. Evidence since 
its recent launch suggests that 
punters are not being put off 

by the £125 price tag 





> Witness the future 


The health benefits of rhythm action have 
been well documented in the US. While 
they only relate to titles that require bodily 4 
action they have helped promote the genre 
as a beneficial tool for weight loss. In 
particular Dance Dance Revolution has 
` been promoted on college campuses as а 
_ tool for both building community and 
fitness. The on-campus arcades serve as 
incentives for students to pursue their __ 
education at that particular college, 
_ something that is, unsurprisingly, yet to be 
ү ii taken up by the UK higher education 
1n . According to DDRfreak.com the 
| “arcades on colleges like Cal Berkeley, UC 
Davis, UCLA, San Jose State and others. 
bring in money from students needing to _ 
loosen up and have some fun after hours of 
gruelling study. 

The health benefits of bemani have 
been incorporated into the Californian | 
schooling system where some institutions i 
have incorporated DDR into their physical | iy, 

_ education programs. Chad Fenwich, a ' 
|. €oach at Patrick Henry Middle Si 
-Los Angeles is quoted on DDRfreak.com | as 
saying, "The key is to get children | i) 
.. interested in getting physically fit and 
| Staying that dnbio for life." The possible (| 
. health benefi its are clear: one DDR song, 


ГА 





“Мах 300". js 88 seconds long and, set on 
‘maniac’, requires: 578 steps. That works 





8 са. counter to indicate to 
rfr de pe approximate calorie's being 
- burned. Such benefits have been frequently 
negated due to outrageous and dangerous 
freestyling that has gone wrong. 
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Public Revelations 


In the modern era of multimillion-pound development budgets and a congested software market, 
PR matters to publishers like never before. Games hitting the big-time means expensive, 
all-or-nothing media blitzes - and, іп a few cases, 95-or-nothing review score ‘agreements’. 


Edge tries to avoid the spin and discover who’s playing whom... 


week is a long time in public 

relations. In the space of a few days 

in the middie of March, Nintendo 
fans tried to read the runes as а succession 
of lumbering high-street giants announced 
that they were cutting the price of the 
GameCube ~ a sequence culminating in 
Argos, the nation's favourite quick-fix 
Saturday superstore, offering a console, 
memory card and game for under £80. 
after а bnght launch and with Metroid Prime 
just around the comer, it sounded like a 
fire sale. Those not content to shrug the 
strategy off knew from past experience 
that such conspicuously-signalled doubts 
about à console's viability are capable of 
setting in motion its domino-effect demise. 
It was a PR disaster. 

A week on, Argos' marketing director was 
quoted as declaring a rethink of his firm's 
decision to phase out the console - demand 
for cut-price Cubes had been “unbelievable.” 
won the machine back its catalogue slot, and 
both the machine and Metroid Prime topped 
their respective charts. It was а PR triumph. 

In recent years, devoted gamers have 
become accustomed to talking about PR, 
and its evil twin marketing, with the kind of 
fervour they used to reserve for celebrating 
Street Fighter Il high scores or pounding to 
record wins in Daley Thompson's Decathlon. 
Some distraught veterans seem to blame PR 
for all of gaming's contemporary ills. 

You don't have to hold such extreme 
opinions to see that PR in games is more 
important now than it has ever been. 


As those ELSPA press releases never tire of 
games than ever are being sold. There are 
signs ай round that titles such as Vice City 
distance of the status and big-money gitz of 
music and fim. in the current contest for UK 
playing Catch-up to the all-conquering market 
leader and serious new arrivals such as Nokia 
keen to make an impact, games PR is a 
higher-stakes business than ever = whether 
you're getting it right or doing it wrong. "PR's 
become a lot more professional, and PRs 
have had to become a lot more reactive," 
says Rob Fahey, editor of Website 
Gamesindustry.biz “Five or six years ago, if 
you made a mistake, there'd be a little piece 
іп "СТУ" taking the piss the following week. 
Now, it could mean you knock £100,000 off 
your company's stockmarket value.” 

іп the most basic conceptual sense, 
though, the function of games РН has not 
changed. On a day-to-day level, it's still 
prospects in the market. Longer-term, the aim 
is still to change attitudes to games and 
piaces to spread the word. 

in the world of glossy magazines, the РН- 
media axis is vital. Just like the companies 
magazines and PR organisations exist 
survive by maintaining and enlarging their 
cient lists, which can only be achieved by 
getting the required coverage within the 
agreed budgets. Magazines survive by 
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This is even more pronounced in the UK 
than elsewhere for several historical reasons. 
Most importantly, compared to the US, where 
the majority of magazine readers have always 
subscribers’ discounts of up to 60 per cent 
on cover prices have long been standard 
there), selling your magazine with its cover, 
and ай the exclusive promises it makes, is 
vital in the UK — month in, month out. Also 
crucial is the fact that British lifestyle and 
done relatively on the cheap, which means 
that the average magazine is dependent on 
gifts of free stuff — travel, stacks of CDs and 
books, gadgets, competition prizes, the lot — 
to fill its pages. Stuff it simply couldn't afford 
to pay for itself. 

it's an open secret that many fashion 
magazines are obliged to feature major 
advertisers’ product in their editorial. Mere 
mortals get to interview Premiership 
footballers by grovelling to companies who 
make their boots or shampoo when there's a 
new design being readied for release. Every 
but don't cover their tracks are named and 
shamed in ‘Private Eye’, There are 
there's no law against any of it, and you can 
never know that your suspicions aren't 
wrong, because in the end all such 
divergences of opinion can be put down to 
just that — opinion. 


< 065 > 


Behind closed doors "The PR company which handles a massive 
gaming brand in the UK came to our office to pitch for a new account unrelated 
to videogames. As part of their presentation, they showed us photographs of 
events they'd staged in the past. They paused to apologise as they revealed a 
picture that they felt might make them look bad. ‘They’re the games journalists,’ 
they explained. ‘We had to invite them. A bunch of ugly, mole-eyed freaks, but 


they're okay really." Anon 


The games industry suffers less from 
these problems than many others - but when 
they do happen, they're easier to spot, 
because games are different. There's no real 
equivalent in music, film or fashion of a buggy, 
barely playable, insultingly unfinished game. 
There's no comparable tradition of feuding 
formats, and there's no album that comes on 
one disk but takes 40 hours to listen to right 
to the end. As a result, games magazines 
occupy a peculiar position — they've 
traditionally been stranded somewhere 
between being "Which?'-style consumer 
watchdogs and partisan fanzines. No wonder 
games PR is a uniquely complicated — and 
sometimes messy — business. 

In the earty days of videogames PH, the 
small-time, dedicated image of great British 
bedroom coders was mirrored by the work of 
those promoting their games, and echoed in 
the spirit of the pioneering magazines with 
which they collaborated, In the mid-'80s, 
the industry was young, full of delights and 
future promise, but it was still you against the 
world. The industry was regarded as a threat 
to the nation's moral health, up there with 
video nasties. If you went looking for 
coverage beyond the world of gaming, you 
didn't expect much. You'd want to get your 
game in even the most scaremongering story, 
recalls Alison Beasley, who went on to co- 
found games PR firm Mitchell Beasley, 
"because that was all there was." 

Those who did want to dip a toe into the 
big time had to pay. Simon Harvey of BHPR 
started his own firm — "arguably, the first 
dedicated games PR company" – in 1987. 
"Before that," he recalls, "people would 
generally end up going to an expensive, 
corporate London PR company who did 
everything else — cars, health food, what have 
you — too." The great early shift in perception 
which he witnessed was with the early stages 
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of the current age of plug-in-and-play home 
gaming. “Consoles changed the whole story. 
Until they came along, games had been 
bracketed as an element of ‘computers’ and 
‘computing’. Things like the Amiga were 
drives to worry about, and gaming had 
always been seen as a special interest — 
pushed it into the public consciousness as 
part of the entertainment world." 

opportunities to ensnare the mainstream — 
Harvey recalls promoting the notorious 18- 
certificate Jack the Ripper game to hacks in a 
frequented - but they were few, and precious. 
Соте the 1990s, though, supemerds like 
eclipsed as gaming icons by Sonic and 

Mario. Sega spent millions alerting Europe to 
a new era, sponsoring the British Grand Prix 
and working the high street until games were 
welcomed - as opposed to merely tolerated — 
there. Nintendo and Sega's golden years 
changed everything. In the middle of the 
decade, Sony built on that breakthrough and 
changed everything again. 

First things first: the PlayStation was a 
great machine, which became host to many 
great games, and one of SCEE' crucial 
accomplishments was simply letting people 


know it. They sent out machines on a 
unprecedented scale and got software to 
more people than anybody had before. 

But there was more to it, too. There's an 
increasing revisionist tendency which writes 
off all the talk about Sony's PR nous and 
dismisses as insignificant the impact of the 
ciub culture crossover, but for those who 
witnessed the process from the lifestyle side 
of the divide, something significant did seem 
to be happening. А console was becoming 
seen not merely as a slightly sad toy, or even 
a grown-up gadget, but as an Idea. Mot just 
something you wanted to buy, but something 
that was, to use the magic word for every 
glossy Magazine, aspirational - something 
that said something about somebody you 
wanted to be. 

Steve Beale was the founding editor of 
upstart style magazine ‘Sleaze Nation’, which 
worked with Sony on special supplements 
and other sponsorship arrangements in the 
late-"90s. He says that their relationship 
certainly primed the magazine to be aware of 
what PlayStation had to offer = “We were nice 
to them all the time" — but not in too crude a 
way. "It was difficult to be randomly nice 
about a computer game, it was much more 
about long-term sympathy with the form." 
And again, it was a two-way street, because, 
unlike the man in the tent waiting for his pre- 
release Turok, the PR had a logical 
relationship with the big Sony games. “They 
didn't only make promises about being 
relevant, they delivered on them," he says. 
"They gave us what we wanted — drug 
references, dance music — in the promotion 
and in the games. The brand was so well- 
defined that the only other company up there 
with Sony for that demographic was Levi's." 

With Sony having repositioned 
videogames as edgy, anti-authority 


You plon ker “Му boss promised/threatened to put his “ріопкег on the table' 
if ever we got a 100 per cent review. Well, shortly after that rash statement Cathy 
[Campos] opened ир “Тһе One' and screamed in delight — Xenon 2 had scored 10( 
per cent. We both ran into the boss's office — interrupted his meeting, slammed the 
magazine down in front of him and told him to put his plonker on the table. He was 
gobsmacked but luckily for us he wasn't a man of his word - either that or he did 
get it out and we didn't notice." Alison Beasley 
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The trickle down factor — ы E — тый 
Once upon a time games PR consisted of a Stage 2. A few more shots are made available, often Stage 5. Exclusive 'hands-on' previews, in-depth 


programmer taking his gamme to a magazine or looking suspiciously staged/rendered or in too high and lasting several pages, are proffered to the 

fanzine and demoing it over coffee and biscuits. а resolution to be true. These are the basis for the press on exclusive bases. Depending on the prot 

If tha game was good (read for this works’) a ‘first look’ features that appear in most magazines. of the title, this is last contact before review. 

smudgy screenshot would accompany a 200-word 

review. Things have changed. And not always for Stage 3. First footage is disseminated onto the Stage 6. Review code, often timed to coincide 

the better. Here's how big games are PR'd in the internet (and hence cover disks), along with some with the street date of the recipient magazine is 

modern world, from first shot to shop shelves: more screenshots and tithits of information, released. Official magazines often have the first 
Magazines ‘update’, review, H a game is rotten, code will be held Бас! 

Stage 1. Game is announced, accompanied by а in order to minimise negative coverage, unless à 

breathless and insight-lite press release, A handful Stage 4. The game debuts at a press event, whether magazine offers a flattering score in advance, 

of screenshots facilitate magazine news stories, dedicated to the title or as part of a larger trade 

and first contact for the readers. show. The press bring you 'Played It' previews. Stage 7. You buy It, or not 
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entertainments — enscapsulated by Sasha 
spinning tunes while PlayStation flyers with 
raterence to narcotics did the rounds — post- 
PlayStation shock tactics were briefly in 
vogue. Getting the likes of Max Clifford to 
exploit tabloids for a game such as Grand 
Theft Auto, which ticked all the right/wrong 
‘Dally Mail’ boxes, was so effective and 
transparent that it quickly became tiresome 
and low-rent — at the time, one PR even 
grumbled that handling one such game 
meant that publishers subsequently only 
approached him when they wanted a 

‘nasty’ campaign. That school of nasty 

soon disappeared, but there was no 
immediately obvious replacement for it, or for 
any of the methods Sony had pioneered; in 
certain respects, games РН has been 
treading water ever since. 

Of the pressures and complications that 
affect датев PR today, a good number 
primarily to the specialist press, because the 
right review remains the gold standard in 
publicity for rnany PRs and publishers. In the 





apply at an individual level. "Is a close-knit 
Industry," says Fahey, "and so you do feel 
bad if you're giving a score Ihat you think is 
going to get a friend in trouble." 

But if дегіетеп 5 agreements between 
journalists and PR executives are a fading 


Canned goods “тһе Dutch office of a major publisher negotiated an 
exclusive cover for its million-selling espionage-themed adventure... with three 
magazines. None of them knew that two other magazines were doing the same 
thing, until опе day before deadline. Two out of three canned their cover." Anon 


concern in the era of breaking Internet news, 
binding contracts about the specific details of 
coverage and review scores are an 
increasingly live one. 

gone on, is to fall to deliver code in time for 
pre-agreed magazine deadlines. This often 
happens simply because developers’ 
optimistic predictions can leave PRs in the 
lurch when the date passes and the game's 
not complete - but even then, the urge to 
smooth things over can be 
courntenproductive. "If they actually said they 
do not have the code to give me just yet, 
instead of a flat-out lle saying that they've got 
it on ther desk and it'll be in the post 
suspected and a game, usually a bad one, 
makes it to the shops without a single review 
to іс name, the sense сі injustice - to the 
principes of reviewing and to the buying 
public — is even more pronounced. Instead of 
moaning about it, though, the brave do have 
other options. At irish videogame magazine 
'GA' in the late- 906, staff would keep a log of 
due dates for review code. When games 
failed to appear and subsequent enquines 


proved fruitiess, the magazine would list all 
withheld titles in the Issue the reviews should 
have appeared іп, 

if such tricks are seen by journalists as 
approach to managing coverage which 
generates genuine anger in journalists is the 
brazen preordinatlon of review scores by PR 
departments. 

Late last year, when а particular title was 
top of the wanted list of gamers across 
Europe, а continental single-format magazine 
featured a lengthy explanation of the absence 
of a review of the title. The article explained 
that the magazine had previously turned 
down an opportunity to review another of the 
bought à copy on its release, and given it 65 
arrangements for exclusive “first looks’ of the 
bigger game were made. Then, the article 
relayed the requirements made of one of the 
selected magazines which were: “Two covers, 
a certain amount of preview and review 
coverage and a minimum score of 85 per 
cent. That last thing came as quite a shock." 
it is, regrettably, just one of numerous 
anecdotes that could be relayed here, 

While the score-massaging journalist has 
to account to his readers, the games PH 


A matter of lifestyle and death “| was once talking to someone 
from ‘Loaded’ who told me that videogame PR people are ‘absolute 
psychopaths.' He'd reviewed one of the games for the mag and slated it; rightly 
So, considering which game it was. But the PR person attached to this game 
gave him utter hell because of it, like they seem to think that a bad review in 
‘Loaded’ somehow dooms their game to certain failure, despite it only being 50 
words in an obligatory afterthought of a reviews section that seems to hold as 
much sway as a cobweb. And this, to be honest, stinks. To be disowned by PR 
people as they clamber after that empty promised land of PR coverage - 100 
words in a men's mag seems to be far more important than six pages and an 
in-depth consideration in a specialist games mag, despite it having zero sway 
among the gaming audience - is absolutely disgusting." Anon 


often has a more fearsorne force to contend 
with. When it comes to pressure for 
ridiculously high marks, hell hath no fury like a 
"people will score as they see. But you will 
always get those publishers who will transfer 
the responsibility for a product's success onto 
the PR company. They'll say to them, 
'Everythina's in place: ads, point-of-sale, a 
firm release date. The only way this can fail 
now is if the PR's not right." 

Beasley tells a tale that all game PRs will 
sympathise with. “Асе” [magazine] used to 
use graphs wath a “Predicted interest Curve.’ 
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D-list disrespect “We heard that Nintendo was going to have а big launch 
for the GBA SP - but not from them. When we called to enquire, they admitted it 
was going on, but said the event was not for the specialist press — as far as we 
could make out, it was crap celebrities who used to be on ‘Eastenders’ and tabloid 
journos all piling into a bash with booze, complimentary SPs, dinner and no 
specialist press. One of us was in the area and even tried to talk his way in, but 
failed. Soon after, the specialist press was sent a release retrospectively alerting 
them to the launch and asking them to cover the celebrity-studded event in their 


magazines and Websites. How we laughed." Anon 


Gary Whitta was there at the time and he did 
a review of Champions of the Raj which was 
pretty accurate. The accompanying PIC 
graph started with a little upwards blip then 
went immediately steeply downward. In fact it 
went out of the graph and off the page. Cathy 
Campos and | thought it was hysterical – the 
game was duff and basically got what it 
thought different, came in shouting and 
waving his arms around and ordered us to 
phone up and ask for the review to be re- 
written. Complete nonsense, of course, but 
we had to таке the call. So, we bit our lips — 
knowing tnat we couldn't do it with straight 
faces — and called up Gaz. Cathy spoke to 
him first. it was a short call, she just about 
held it together long enough to tell him that 
she thought he and his review were 
completely out of order before she slammed 
the phone down on him. He thought that she 
must be really angry with him so he phoned 
ma. | also told him that | was in total 
agreement with her and | hung up on him 
too. Poor guy! it took a while for us to 
convince him that we weren't seriously pissed 
off and only hung up so we could at ваз! go 
to our boss and say that we'd given the 
journalist a talking to." 


above the 5/10, 50 per cent area – a small 
triumph bearing in mind Ihe wretchedness of 
review scores, is outraged and gives the PR 
an earful and attempts an injection of quilt. 
“You want a relationship with a chent to be 
honest, * says the still-sore victim. "You want 
to be able to say to them, ‘This is a decent 
game, we're confident it'll score in the '708, 
ог, "Ға crap. Don't send it out for review." 
It's difficult to know whether the PR tone 
af the current generation hardware has really 
been found yet. The hallmarks of the 
PlayStation era - clubs, urban sports events, 
festivals, getting product to all the right 
people - were so effective that they nave 
since become cliches of youth marketing = 
“naff in the words of Beale. We're still 
trudging along on the quest for alternatives, 
and it's a problematic one. Early on in Р525 
life, for example, SCEE got involved in 
that their external press office seemed to 


often mispiaced. EA Sport's major brands 
and its parent company's chart-crushing fiim 
explanatory that, in the words of one 
journalist, “they don't really do PR anymore." 

Going posh is one popular alternative to 
getting weird, This spring, Xbox's РН agency 
Red staged the Xbox Live launch at the Tate 
Modern and Nintendo and its PR agency 
Cake mounted a hipster-seeking exhibition 
similar with the GBA SP; Sony's Primal got its 
own exhibition at the ICA. Having found 
themselves left completely out of the loop on 
last down the list at others, many game 
journalists are suspicious that this taste for 
the high-concept launch is marginalising the 
specialist press and its readers. 

Harvey is helping ELSPA challenge ITC 
rules that restrict programming on games in 
ways that don't apply to other media, and 
launching the new 'Game Stars' awards - the 
fight goes on tor some kind of equivalence to 
other media under the law and in the public 
eye. Other firms such as Kazoo have tried to 
bring pro FPS gamers and other wider 
aspects af the culture into the mainstream, 
"What people in PR should always seek to do 
is try to push things into new areas." 

Remember that — and the fact that, to 
some degree, you owe the value, accessibility 
and range of today's games to PR's pushing. 
Tha work of PR might nave introduced and 
bagged you that Mega Drive for Christmas. It 
is the work of PR that will spare you from 
being bullied when you come into work every 
The Wind Waker. And then, on top of all that, 
remember to be vigilant out there. 

Things are not always as they seem. 


Reality bites “if you do something different and it works, you can 

really make a significant impact and get a game seen in a new light. But when 
you do decide to do something bold and untried, there is always a chance it'll 
work the other way. | was questioned in relation to the murder of Jill Dando. 

We were promoting Rage's Expendable for PC. On the day she was shot, we had 
issued a fake anonymous death threat — albeit a kitsch one - to the press as a 
teaser for the game. It landed on 300 journalists' desks the day she was killed. 
On top of that, my car was the same model and colour as one of those being 
traced in connection with the crime." Simon Harvey 


Bigger firms can often steer clear of 
bullies who look like trouble, but small outfits 
have to fight to keep clients in a competitiva 
market, and can't always be so choosy, An 
example: UK firm buys poor also-ran sports 
game in from Japan, secures the costly 
services of a famous athlete to endorse it. 
Client expects miracles, and PR bags, flirts 
and self-deprecates down the phone to 
reviews that do appear hover around and 
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Points of review 


From nought to revolutionary in just under 15 minutes: Edge looks at the 
laws of reviewing, and reveals the seven truths behind the hyperbole 
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u can t tell the truth about something as 
simple as telling the truth 


The great experiment : 
To illustrate (or perhaps contradict) the там 
nature of reviewing, and to demonstrate (or, again, 
refute) just how easy it is to fool a paying 
audience, Edge decided to conduct а simple 
experiment. The magazine asked six reviewers 10 
appraise Capcom's P.N.03 within а mere quarter 
of an hour, and provide a 200-word Edge-style 
review at their leisure. The panel? In no particular 
order: Kieron Gillen, ex-deputy editor of ‘PC 
Gamer’ and unwitting inspiration behind The 
Gillen, a unit used to Measure pretantiousness, 
Owain Bennallack, editor of 'Develop' magazine, 
who claims to be able to accurately assess a 
game's score within 15 minutes; Zy Nicholson, à 
catalogue of work is too great to abridge here, but 
whose reputation should precede him; 
Ste Curran, reviews editor at Edge for two years, 
Simon Byron, aka The Byronic Man, former 
editor of Amiga magazine “Тһе Опе’, and now 
director at gaming PR firm Barrington Harvey; and 
piece? Edge isn't saying just yet, and nopes you'll 
feel free to play “Guess the reviewer' over the next 
six pages, along with drawing your own 
conclusions from the (admittedly non-scientific) 
experiment (the impatient can turn to p106 now). 


Truth one: there is no such thing as the definitive 
review, The words аге anachronistic; reviews are 
critiques, and critiques are, ultimately, personat, 
definitive means a singular vision, but you can't wrap 
a single verdict around everyone's opinions on the 
first level of Halo, let alone the whole 20-hour 
adventure. You can try, but that means hedging your 
bets, diluting opinion wih concessions to the tastes 
of others, padding out copy with indisputable facts. 


“Conventional 


| PN.OS 





and that presents a problem in our field. Just as 
every game is a product of its time, so every 
review needs to capture the zeitgeist to be able to 
speak to its readers. Were you to review Space 
invaders today. couldn't you be more informative 
by placing it in history rather than pretending it had 
just been reieased? Reviewers of the time wouldn't 
have had the luxury of seeing what Galaga and 
Galaxians did with the format, and could be 


magazine science shows that readers 


or at least what they expect a game to get" 


If you want those — al the facts, all the levels. 
enemies, playable characters, tracks and the 
number of different ways you can cross the ball, you 
сап get that from a press reiease. But that won't be 
the definitive review. There is no definitive review. 

Ту Nicholson, described lovingly as “the 
greatest game iournalist of all tima" by ex-Edge 
editor Tony Mott, believes that part of the problem 
is а reviewer's inabiity to see the future. "A definitive 
review would have to possess timeless qualities, 
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forgiven for stating that Invaders had no comparison. 
This is the luxury of hindsight.” 

But that's not to say some reviews arent better 
than others. "Videogame reviews aren't just about 
the art, They're also about the core utility," explains 
Kleron Gillen, a freelance journalist and ex-reviews 
editor of ‘PC Gamer’, "For example, music has a far 
larger necessary subjective component. If music 
CDs sometimes started to skip, or a song broke 
down halfway or the box didn't open or something 
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they'd be in a similar position to games. There are 
сап possess, and there are genuina facts and if à 
review alters or disguises them, it is.a bad review." 
Truth two: there is rio such thing as an unbiased 

review, Bias is an innate part of critical opinion, 
because we like the things we like and loathe the 
things we don't, and that's what we're paid to 
rapresent in print. “Сату, ай reviews are biased,” 
says Gillen. “Biases are human likes and dislikes. 
From something as simple as ‘| don't like the colour 
brown' upwards, all biases will affect how someone 
enjoys the game and so alfest the review." Edge's 
deadpan response in a letters page of old ("Yes, 
Edge is biased. Biased towards good garnes.") isn't 
as throwaway as it тў initially appear, provided 
you're already acquainted with Edge s opinions on 
what makes a good game. /со and Rez, for 
example. Which leads us to: 

Truth three: magazines write for their 
reacierships. Conventional magazine science shows 
that readers don't enjoy reading verdicts that 
disagree with their own, or at least what they expect 
a game to get. The disparity between the Edge 
score for Jedi Knight I! (4/10) and "РС Garner's 
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hythmically tapping her foot as she surveys the first ina long 5 
i | sn't the kind of 


of robot battlefields, Vanessa Schneider clearly i 
operative who would tolerate a scratch in her shiny, figure-hugging 
Aegis Suit. If you're looking for a high concept behind this gymnastic 
shoot ‘em up, dodging bullets with style is pretty much IL. | 

Forget the staple motifs of stealth, puzzles and "uci sera 
we've come to expect from recent thirdperson Shooters. PN.03 ва AC 
to old-skool bot-blasting, Dut the ever-threatening crossfire from multiple 
moving enemies swiftly underlines the emphasis on ce | me 
acrobatic flips, rolls and pirouettes to stay alive, Even with an auto к ОП 
to handle targeting, buying the space to return fire draws on every oe 
to choreograph the destructive unleashing of her suit's "Energy Drive 

Given the premise, it's a shame those slick moves don't жое siring 
together quite as fluidly as they should In both controis and animation. : 5 
also strange to find no rhythm action element, as the relentiess pulse о 
perfunctory techno will convince all but the most maladroit to try shooting 


punctuating à perfect cat-crouch landing with an enemy S 
incendiary demise, tnat provides P.N.03's most rewarding moments 


Benes 


stering Vanessa's 


i | yeels, or 
in tempo. But it's the joy of squeezing aff shots between cartwheels 


PN.03 ! 
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game can prove frenetic, but, ultimately, n 


-Maco ағ іа ditional, on the lengin 
Despite that, a combo system (раѕес, as is traditional, ont У 
Despite that, а с 


шаа әл enemies) elevates the game trom mina- 
of time Vanessa takes between enemies) eleve = 


athing more е 1. In essence 
numbing blast/dodge duality into something more elegant. In essen 
vou are making Vanessa dance, racking up points SO you сап upgrade 
y ІЗГЕ ты е s EN 
о shoot better lasers, rack up more points, and so on. Тһе 


t a 2D shooter, though the thirdperson view, 


your Suit 


nimble aerobics recall those o 


with the now-traditional dizzying camera, removes some of that genre's 
visceral/visual thrill. But that's stili what It 15. ап old-skool shooter as 
shallow as its story, disproving the notion that they don t таке them gis 
thev used to. They do, and the word isn't worse off for the: 

03's, either 
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(949%) brought fury and forum camnaton from the 
PC сатта community. The difference between 
Edge's score for Нег (8/10) and ‘PSM2's (66%) JEDIK 
wasn't brought about by reviewers playing differant 
versions, but by differences in the magazines 
readerships. When you write something readers 
aren't expecting, something that doesn'! match their 
preconceptions, there can be trouble 

Take Edge s Halo review. Blessed with review 
code for an mport title - атату, пса most 
publishers wil only distribute review code when the 
game is a month from shipping in Europe, offen 
several months after it has appeared in the US or 
Japan = E105's review appeared on the shelves 
before almost anyone else In the country had à 
chance to play the game. The verdict, the first 10/10 
since Ocarina of Time. was the most controversial in 
Edge history, and what should have bean cause 
for celebration tumed into a not of crsbebel: 
Microsoft's first release had secured the ultimate 
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әсссізде, and accusations af bribery were rife. 

“| was the most cynical person on the team," 
explains Edges reviewer. “| was желі 
unconvinced by every single thing I'd seen, 
everything I'd heard -even when one of us came 





KNIGHT и 
JEDI OUTCAST | 





Masterful 


ШЕ 


і 
ii 


T 
[| 


| 
mi 


‘PC Gamer’ and Edge disagreed strongly about Jedi Knight /I's merits. "Gamer's review called it “the most entertaining 
adventure set in that faraway galaxy since the original Jedi Knight." Edge said, "This isn't the game you're looking for" 


back from X01 utterly in love with it. But by the end 
of the night, I'd sent an email to the rest of the 
editorial team." The emall's subject was "А definitive 
ist of things wrong with Halo (so far)' The body of 
the message was blank, “А few days later, | 
suggested it might be worth a ten. Tha word hung in 
Ine air, Everyone slowly turned around. | think it 
probably stopped the music on the office stereo." 
“The ten was not given out lightly,” concurs 
another member of the tear. "When a score 15 
potentially controversial, or |! another member of the 
team fundamentally disagrees with the mark, we will 
discuss that game to make sure we get it ‘right’, 


Besi Game Ever’ reviewed inside," says Simon 
Byron, a director at PH fimm Barrington Harvey. "I 
asked whether | could have a look = its glowing 90 


per cent-pius appraisal had made me keen to play it. 


The reaction | qot was astonishing. "We've got rid of 


it,’ remarked the editor. "It was rubbish." Ir happens. 


Truth five: reviewers cannot play a game for 
long enough. Magazines are produced on finite 
budget and time constraints. and reviewing is a 
subsection of that. Every review produced in-house 
is time the reviewer hasn't spent on a different 
section, and every hour they spend playing the 


game is time they're not writing words to fill the mag. 


“hen a score potente COONS O 


member of the team f 


disagrees with the mark, 


we will discuss that game to make sure we get it ‘right” 


Halo caused us the most soul-searching,” And 
gained the most criticism, at least unti readers had а 
chance to play the game. Then the apoplexy 

then the same sort of unexpected love which gained 
the game a ten. The lesson? Move too far away trom 
what your readers want, and you cause yoursell 
problems, in the short term at least. 

Truth four, again connected with all the others: 
bribery ts rife. But not in the way you might imagina. 
"| was introduced to Richard Teversham а! а party 
later in the year as, 'The Guy Who Wrote The Halo 
Review'," says Edge's reviewer. "He grabbed my 
hand and wouldn't let go. '! owe you my life,’ was 
the first thing he said. That was as close as | сате 


іс recelving anything for the review, and I'm not Süre 


the life of Microsoft's European marketing manager 
will get you anything tree in GameStatlon." 

Bribery is mostly more subtle than bundles of 
cash and white lines. Put yourself in the position of a 
videogame magazine editor. A fictional publisher - 
let's call them Publisher X - has the sequel to one of 
last year's biggest games, Naughty Gangster 
Smash, scheduled for release at the end of the year. 
It afso has many, many inferior titles coming out 
between now and then. Your readers loved Naughty 
Gangster Smash, and are going to до crazy for 
Naughty Gangster Smash 2, and you know putting 
that game on the cover will put another 5,000 on 
your sales. But if your rival gets the exclusive... 

And your rival will get the exclusive If you give 
Genenc Racer 3 the score it deserves, or blast 
Firstperson Shooter as just another firstperson 
shooter. “| remember walking into one magazine's. 
offices the week alter an issue appeared with "Тһе 
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Freelancers are paid by the word, not according to: 
time spent, so every moment they spend playing | 
means their salary is dropping, 

Byron again. “The issue of freelance really needs 
to be addressed. The amount on offer, sometimes 
as low as 10р a word (£60 a рада), really doesn't 
make playing games for any proper period of time 
worthwhile, so | can imagine that some freelance 
reviewers do bash out copy as quickly as. possible їп 
order to boost their income." Examples? Look no 
Mer n fe нет кш another reason 
sparsely used. Or take this one tom ERE 

"| worked on a game last year where it was. 
apparent that the reviewer spent just 90 minutes 
reviewing the title. it was a realtime strategy game, 


and we were able to monitor the time everyone 
spent Оп It — and his hour and a half included taking 
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ре Judged - and harshly — by what it isn't. 


B еїоге every adventurer carried guns and every game implicitly inchec 
closer towards a go-anywhere, do-anything ideal, AN.03 could have 
been labelled a shoot 'em up with no complaints. Today it's more likely to 








For despite a foot-tapping sci-fi heroine, this isn’t Lara Goes Lunar 
and the adventure doesn't involve exploring a world so much as pushing 
Dack your own limits to combine an initially clunky range of moves into an 
artful attack, Fixed forward and frozen when firing, that repertoire centres 
on ducking, jumping and Strafing plus special attacks triggered aff the D- 
pad. You'll barely turn, yet gradually you're lass a cannon, more a balletic 
Matrix'-style assassin, springing from lasers at the last possible moment 

Moments count for everything here — and everything is the score. 
Killing multiple enemies within a time envelope gets rewarded. Destroy 
а! enemies to Clear a room — and a mid-level ехй to a report card | 
Jarring? Compared to wandering around "immersed" for 20 minutes 

looking for a key, perhaps. But games began by highlighting the player's 
Skill as well as the developer's. Like Rez. PN 03 Successfully evolves a 
game mechanic — kill better or die trying —that's been so watered 

down it's in danger of extinction. 


Cage rating: Seven ' tan 





Т) Edge's review of Halo took place after some 40 hours of playtime, and much discussion within the editorial team. Is 40 hours 
enough? Did Edge get the score ‘right’? And is a group verdict more valid than a singular opinion? Answers on a postcard... 
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D espite the standard science-fiction trappings, Р.М.03 is an atypical 
shooter. It's a question of analogue versus digital expression: moves 
versus free movement. Shooters, in the classical form. are based on а 
relatively simple interaction which can be applied along a fine gradient 
Conversely, P.N.03's moves are compartmentalised, using a set distance 
both spatially and temporally. This leads to a game that often has a 
distinctly puzzle-like approach as the player has to work out the solution 
that's been worked into any given situation rather than finding their own 
route to the opposition's destruction | 
While not an entirely novel approach, it's certainly the less common 
Essentially, it turns the game into a ong Білге of mini-boss encounters 
observe what's happening, work out what to do and then do it When you 
achieve this, 15 a graceful experience as you effortlessly destroy those 
before you. Until then, however, it's undignified, repetitive death. This is a 
game that takes great joy in killing a player with a single blow. It has to, 
Decause a Section simply becomes simple rote once the correct path to 
victory has been found, and so chooses frustration and unfairness over 
extremé transience. When freedom is so curtailed. it's all that they 


Could possibly Go: an explanation, but hardly an excuse 





the screenshots.” Edge hears stones like this from 
time to time, but it's how often it doesn't hear about 
them that's more interesting, It's much easier to "Не 
how long you've spent on a дате that doesn 1 һауе 
the tracking facilities buit into an MMAPG. 

"Naturally, the developer and | were livid,” says 
Byron, "The reviewer in question reasoned thal he d 
spent as much time as he could, considering 
deadlines, Не also explained that he'd spent some 
time logging into multiple accounts (which we also 
tracked) attacking himself to gauge a feel for 
combat. Which was an interesting way of looking at 
It, | quess, Especially considering this was a 
multiplayer gama. If he'd been ask to review the 
game of chess, and decided to play it against 
himself. he'd no doubt conclude that it was flawed. | 
don't think that analogy is out of place here." 

So how long is ong enough? "Sometimes | 
know before I've unraveled the callophane," says 
Nicholson, “But I'm cursed with an eternal optimism, 
a masochistic streak and a goldfish memory." 
Perhaps the easiest ánswer Б when the writer feels 
confident their view on a game is unlikely to change 
On the other hand, is a thoroughly tedious beginning 
to a game a significant enough flaw to render the 
rest of the experience redundant? Fellow veteran 
videogame journalist Stuart Campbell believes it 
might ре, “Games and books take anywhere trom 
eight to 50 hours to get to the end of, and given the 
limited leisure time of most people, they won't tend 
to persist with something they're not enjoying after, 
say, five hours. Therefore, if a дате has a 
monumentally shit first five hours, it's perfectly fair 
that people would give up on it = it's supposed to be 
entertainment, not a gruelling job to be endured.” 

Campbell's five hours is a nominal figure. The 
mechanic behind Tetris is completely transparent 
from ће moment you start playing it, but you won't 
һауе any idea of how long you'll keep playing it until 
the day you stop. You know exactly how Samba de 








Not all games can be reviewed in the same way = 
Samba de Amigo requires booze and a party atmosphere 
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| | Есте GameCube Publisher; Capcom Developer: In-house 
Amigo's going to work after three minutes, but you |i == ii — 
won't have а clue how fun it can be until you play it | ! you're going to strip а game down to its basics - you Move, vn 
in a room full of people. We bauk at Byron's fale ol 1 | | shoot - then its basics had better be fluid and beautiful. Capcbm 5 
someone reviewing his game within an hour and а ike a funked-up Resident Evi 
half, but if the failings were obvious enough = and, in 
his defence, the reviewer claims they were, listed by 
users on beta-testing boards across the Web = then 
why not? Maybe 90 minutes is okay to surmise tens 
of thousands of hours of code labour. Maybe 73 
minutes and 53 seconds is, Maybe we're all fooling 
ourselves trying to fool you. 

Sut even beyond Тойду questions of moral 
decency, there is also something more fo some 
games than punching your timecard and putting in 
the requisite amount of hours towards completion. 
Defined in the latest issue of videogame: fanzine 
"Blessed' (www.biessedmagazine.com), downtime ts 
the time players spend playing around in the 
gameworld, exploring through choice, curiosity and 
delight. "When you review games for a Ming," writes 
"Xbox Gamers reviews editor Steven Bailey in the 
article, “downtime is a luxury, but one that could very 
much amplity your love for a certain title." 

A good player can see ай of Fez's levels within a 
couple of hours. /со is over within eight. But even on 
games as objectively linear as these, the time а 
player spends in downtime — lost in the world, trying 
diferent things out, just adrminng te view — 15 


cyber-ballet falls short The controls, 
sidestep and jump adang 
performed 


allow you to run, turn and somersault, with 


to your repertoire However, each manoeuvre must be 


separately, and the animation snaps awkwardly from one set of moves 


only shoot when she's stationary, 50 
ng a quick volley, 


to the next. Vanessa Schneider can 
combat consists of picking your spot, unleash | 
then cartwheeling to safety. Repeat as necessary. While the special 
attacks you collect throughout the game are dra matically balletic, 


it's galling that Vanessa 5 at her most impressive when you have no 





direct control over her. 
The gama still offers plenty of 
n to worry about, and an elegant powerup system. 


straight-ahead shooting satisfaction, 


with no amm unito 


DICERE —n€ 
there are few datacions. But the stiited character moverent m 
m . and а! 


exacerbated by a camera which Is wing to let you vault offscreen, 


| Seer 

automatic targeting system which is vague and unpredictap'e. 
ar 1 

Despite Vanessa S finger-clicking cool, this is a game tha 


don't got rhythm, Who could ask for anything more? Edge could. 
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ditficult to experience within the confines of a time- 


constricted review, And, more to the point, how Сал have against scoring. Obviously it's à vanity thing for Truth seven: game reviewers are not in the 

you quantity the mulli-Taceted and fundamentally Юша; we want people to read our lovingly- industry, but many of them think they are, This is a 

absorbing experience of either in a single number? crafted words, instead of just reducing all that work problem, singe it breeds loyalty, Journalists snould 
Truth six: as much as Edge laboured over the to a single number, if Used properly, scores are an not be evangelists for the industry that they cover, 

number at the end of the Halo review, there is no effective and efhcient method af communicating." nor should they consider themselves part of it. The 

‘correct’ score for a game, only scores that cause The problem ts they rarely ага. Campbell problem is that garning finds itself under attack from 

less of an argument when reprinted on the Net and continues, “For a variety of reasons; попе of them all sides — friends, the mecia, politicians, The 

culled into a statistical database. It is impossible to good ones, the curve is Massively chstorted in Mainstream with capital letters = so people covering 

please everyone; only to make some people happier favour of the upper half ol the range, and especially it find themselves writing on the defensive. Bul дате 


journalists should be jQumabsts first and game fans 


“Magazines are supposed to be entertaining. Any fuckwit second, providing perspicacious commentary оп an 
can have an opinion. It's the quality of the expression of it evolving art, documenting the success and failures 


| а. cw : of the medium. That doesn't disqualify enthusiasm, 
that makes a magazine worth paying for just tempers it and removes the self-righteousness, 


Edge’ attitude is often seen as overly cynical, 


than others as they apply mathematical rules to a the first part of the upper half, ie scores between even arti-gaming, but in fact Ге just trying to provide 
verbal argument, "Having scores allows a legion of roughly six anc eight a service for readers who don't need ta be told that 
scholastic-minded score iawyers to attempt to "it makes it impossible to distinguish between өшуіне Gere dor еі рано Енде 
establish some sort of Edge cosmological huge ranges of games, which in tum leads to people fantaspc. Besides, discussion of a game's failures is 
hierarchy," says an Edge employee. The shift in how only buying the few that breach tha nine or ten ОООО» evoktion, Bas NOEN 
verdicts are represented (See Testscreen, this issue) barrier, which leads to the hugely unbalanced hil-or- believes this reveals an important semantic 
may go some way to changing that. bust thing that's been crippling the industry creatively difference between critics and reviewers. “To the 

Би! scoring systems, ioathec by so many, сап for years." Why does that distortion happen? онт ie Әб iG гі nportent to 
бе (potentially) useful, Campbell puts the case for Because of truths one to six, partially. But there's көкек жд толоно itis tb ba 
them thus, "Tve never quite understood what people also another reason: truth seven ignored at best or mentioned in waming at worst." 
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P.N.03 


Format, GameCube Pyiblishan Capcom Deve opel In-house 






Sree: Ұ8;800 (E35) Release: Ош now (Japan), Q3 (UK) 








menus and it's into the action proper - а refreshing change, maxing а 


| ,N.03 gets to the point quickly Stab А repeatedly to cycle through the 
p en uL 

sry of today's CGl-obsessed de velopers, Unfortunately, this button- 
tic аз, ultimately, there's lite more to the game 
nsions, P.N.03 is a 2D shooter dressed п Tomb 
Raider GOMA sei toa mesmensing dance ary mcadirack Navigaung ihe 
terrain is cumbersome, tne camera Із а me 100 fussy, А short Durst 
across the landscape and a wave of enemies appears, requinng rapid 
attention. But whereas the game 15 beaging for some kind of wonderfully 


choreographed action set-pieces, the staccato control = you cant move 





while shooting = is a nod to gaming of old. It's Space Invaders, with а 
dash of Robotron. Move. Fire Fire. Move. Progress to next area Repeat 


z rm enc zm lagt olay. bi 
Which а shame. The combo system encourages ast play. but 


locking on 15 unwieldy and confrontation 1S kept simple to accommodate 
‘ne interface. Sure, the threal Goes -rease - with later levels requinng 
rhythm action precision — but P ne er excites as much as it promises 

GameCube exclusives snoula GC nore than this. It's stylish, Dut 
hardly hardware-intensive Penodically enjoyable, But never qi te 


there, P.N.04, if it comes has а lot to redre 





ласне т а 
dud 


This mesor-labal cynicism has brought the 
magazine the reputation of being for hardcore 
gamers, but that’s wrong. Edge is a magazine for 
adults, and the writing in the reviews section is 
tailored to reflect that. Hance multiple boxouts, a Т 
Magazine convention brought into please those with 
attention бейей disorder, are considered redundant 
Equally, it = presumed that those who need to know 
the сате most banal of peripheral statistics will 
have the capacity to check eisewnere, where they 
хезу be Ейей in anal detail | 


Striving to say everything about the game – not 





in a boring factual list sense, but absolutely summing 
t up n а concise manner = should бе в reviewers ; 
goal," says Gillen. "| always recall Owain [Bennallack, 
editor of ‘Develop’ and former Edge deputy editori 
nailing Тһе Sims with "Тһе Sims is ап apologia for 








Gonsumerism.'" And, ultimately, that should be the 
aim, regardless of any of The Truths, and particularly 





disregarding what your readers expect - creating 

something elegant, informative and thought- n" Edge called Rez, “A staggeringly enjoyable experience,” with "demonstrable cultural significance," 
PSM2Z said. Mizuguchi-san's opus was “high concept gaming at its most self conscious - if it were a қ 

pair of jeans it'd have turn-ups the size of Belgium and а dot.com trust sewn into the crotch” 
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woking. Campbell concludes, "Масалпев are 
е. ж жк 5 = 

= ns с ы інге ғ Е Lo А 

supocsedo m pe enterteimeo. Army ТИСКҮЙТ Сап nave 

- з РЬ "Тыл 
=з ree fie {ү m тү | 
ап opinion, It's the quality of the expression of 


it that makes a magazine worth paying for,” 
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Теп is a magic number ТТТ 
Edges |. . n To score or notio score Hi ІШІ 


‘peed dating is all the rage. The reason is simple: lite is 

50 hectic that we don't have time to mess around with 
endiess chat, blind date trauma and, God forbid, courting. 
Besides, within 15 seconds you can tell if you're going to 
enjoy someone's company, so why risk an evenimg of 
uncomfortable silences? 

Which, unfortunately, is how many journalists treat the 
art of game reviewing. Given that a magazine reviews 
15-20 games a month, and an individual writer plays 
around five of those games, it's forgivable if they cut 
corners to deliver copy in on time, right? 

Wrong. Games hardly ever show their full poterrtial 
Straight away, Games are multi-faceted and complex. For 
the most part they are crafted by huge teams and al great 
expense. They deserve as much cultural importance as 
films, but are more complicated to review. And it's not just 
that games generally last far longer than two hours, it's 
that they also demand great skill and concentration to 
master and evaluate. 

The testscreen section of Edge is the core of the 
magazine, Nat only is a review the culmmation of all the 
news, events and previews over the lifespan of а game's 
creation but it's the result of two years or so of graft by а 
development team, Edge does not speed review. Ҥ à 
game can't adequately be reviewed before our deadline, it 
will be held over. As our Paints of Review feature shows 

1 | | (see p76), it's all too easy to write a Convincing review after 
Super Puzzle Fighter 11 Turbo just 15 minutes, but getting the score right... that's 
its more randa than: Tetris and less сене han E another rnatter entirely. | ЛЛ 
Cim) C Боскі риги at halk ines, but SUP Hurra ІЗ Scores аге a subject close to Edge s. and most of our /// 
әле f es the ох test төгіп game ón GERA О readers’ hearts. Not a month goes by without someone. || 
шла ома, 5 ال‎ | [9 | suggesting we drop them. So this month we did. Kind of. 
For us the text is paramount, and it's annoying to зев... 
forum debates about scores before people have even read 
the review, yet there's no doubt that а score can crystallise | 
an opinion and help place games into a value scale. | 
Others would argue that this is exactly what is wrong with 
а rating system 

This month you won't find a scare at the foot of the 
lestscreens. Hapefully you'll find this experiment thought 
Zalda: A Link To The Past | provoking and challenging, Your opinions on the 
matter are always welcome. 
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Soul Calibur |! 


Format. GC, Xbox, PS2 (all versions tested) Гітіеһе” Namco Пеш in-house Price: VB,B00 (£35) Heease: Qut now (Japan), September (UK) 
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Spawn and Link are stronger platform-specific 
additions than Heihachi (above), All other 
screenshots are from the GameCube version 


Т һе original Soul Calibur, on Dreamcast a degree, or blends them together with quite convincing 3D movement adding a strategic 


qualit eas any other жын € S0 М t be a bad tring if the 5 Impress logres Of tactical scope 
EL а # а : ды а ти у= Р EL. айтқа RI жа Б = = eS n жылы 2 س‎ = iÑ 
rancnise. (5 СКИ an munne Seat OF COMMIS, a Neviiable sequel огу offered more of the шпег expanaed Dy tne sneer number о 

Set of playable characters that are вас? same It's just that, to tne untrained eye moves that васп character possesses, along 


uraque апо yet whose fortes and flaws are that's what Namco has delivered. The basic with a remarkably subtie blocking and 
supremely balanced, an almost Arcade mode, unsurprisingly, remains exactly counter-attacking system. And then there's 


unprecedented range of moves, fully 3L the same; eight stages, best of three rounds the fact that the quick close-combat sills of 


васп, reacning Climax wiih the ehameteot a character such as Taki are as far removed 


"The combat system remains the most finely pasada cio ipei E orb anii e аак 
honed of all the big-name beat em ups, with on the default, singleplayer difficulty lave and, frankly, odd, fighting style of Voldo. Ar 
Survival and Time Attack modes are also yet, as was the case with Sou! Calibur, the 


a depth that's simply missing from rival titles" pn 


present and correct and, throughout, the garne's character roster provides ап 
fundamental game mechanics and control inordinately balanced playing field for 


movement, а considered blend of combos remain pretty much intact. multiplayer бст ПС 


and tactics, and an extensive singleplayer That's not necessarily a bad thing, of But the extensive singleplayer campaign 
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varying amounts. But none has them to such ot mechanical button sequences, with tutonal, later missions require an increasingly 
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sophisticated understanding сї the game's 
tactical nuances by imposing а succession of 
different constraints upon combat. So 


players are c 
or Just the legs of an enemy, or must төлі ІП 
quicksand, or deal with high winds and the 
like. There are even several dungeons to 
negotiate, which demand multiple bouts. 
And the skill with which this has been 
enacted is all thé more commendable given 
that thé sinaleplayer campaign is essentially 
still missing from every other beat ‘am up. 
Lest this all sound a little too familiar 
though, rest assured that several additions 


ntronted with Invisible enemies, 
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and improvements have been introduced. 

A revised character list and new arena types 
are the most obvious of these. The mix of 
characters remains substantively the same 


with only one or two omissions and additions 


— though as mentioned above, the 
characteristic sense of balance is 
undiminished. The most notable character 
additions are the platform-specific ones (of 
which, more later), and Necrid. Designed by 
Canadian comic/fiqurine industry veteran, 
Todd McFarlane, he's not much to look at, 
but comes to life in combat with a satisfying 
array of moves, Similarly, some of the new 
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Notable additions to the character roster include 


Necrid and Raphael, and the mix retains a finely 
balanced range of combat styles and moves 


arenas only offer cosmetic enhancements, 
while others are partially enclosed, requinng 
old hands to adopt a new ring out strategy. 
The most significant new features, 
though, are the Extra modes, which are 


essentially a variation of the basic Arcade and 


Survival modes that allow players to choose 
different weapons before bouts of combat. 
New weapons can be acquired over the 
course of the Weapon Master missions, and 
each one confers a different set of attributes 
over their welder, So, for example, one 
weapon might increase a character's 


offensive capabilities, but devlete their health 
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Weapon Master mode provides players with a 
singleplayer experience of unparalleled depth 
and ingenuity for a beat 'em up, and allows an 
exhaustive selection of extras to be unlocked - 
including new weapons for the Extra modes 





The soul still burns 


Frankly, Sou! Calibur wouldn't be Sou! 
Calibur without the magnificently histrionic 
voiceover that accompanies the start of 
every bout, and acclaims every victory 

(or defeat). Particularly hilarious are the 
potted (and potty) character histories. 
Such as, “The Greek reflected in her eyes 
drives her to battle!” (Sophitia); or, “She 
rides the wind frealy, singing her wind 
songs!" (Talim). More mundane, but no 
less entertaining are Cassandra's biog, 
"She chooses her path like a free bird!" 
And Mitsurugi's, "His motivation is the thirst 
for power!" But these are just the tip 

of the iceberg. 
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Soul Calibur Il isn't quite so far ahead of its peers 
visually as the original Soul! Calibur was when it 
appeared on Dreamcast. But it is stunningly 
beautiful, and a significant improvement on its 
predecessor = and still ahead of its peers 


Myopic moaning 


Тһеге в no denying that, visually, Soul 
Calibur I! lacks the paradigmatic impact 

of Soul Calibur. When the original came out 
Its appearance was technically and 
aesthetically so far ahead of any other 
game, and every other genre, that it still 
looks beautiful nearly four years on 

Soul Calibur I! Isn't quite so far ahead of 
thé competition, so its visual virtuosity isn't 
as pronounced, prompting some criticism 

that it isn't a substantial improvement over vet another facet of Soul! Calibur Fs bilant 
the original. Nevertheless, this is a beautiful but its also an example of it 
game, and one that's demonstrably more 
so than its predecessor 


gradually, while another might increase а 
character s resistance to damage. but imici 
damage оп them every time they attack. it's 
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each of the three hardware versions of the 





“With every other beat "ет up having failed to 
equal Soul Calibur, it seems churlish to criticise 
the sequel for merely matching and updating it" 
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Since special techniques аге, in general, зо easy to perform, Sou! Calibur is both more accessible, and more 
focused on timing and tactics than its beat "ет up brethren, though with no consequent loss of complexity 


game (which In turn aren t substantially 


dierent from the con-op version, save Dy 


virtue of tha Weapon Master mode) 
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Бии, (ле орау in Юхалу between the 
unes comes acown tO ТІ ага а ӘЗЕСЛІС 
characters and, in ine absence of an arcade 
SUCH penpneral, Ihe sultebimy me СОГОН 


Regarding the characters, Spawn, on 


ALOK, is probably the most satstyina to play 
pedants offended by the lack of hs 
charactenstic cloak take note; пе transions 
it into a big axe at the start of the game). 
though Link fits surprisingly well Hoth 


aesthetically and in terms of play mechanics 
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(he's also the ony one of the three to get his 
own signature tunel. By contrast 


j 


Piaystation2 = Heihachi is the weakest of the 
trio, ofera nothing to match Soawns 000 
combos or Link's lona dis 

DOW, DOCU wrang and оого, OF COUTSE, 

n terms of controllers, the large Хрох 
pad is by far the most unsuited, thougn the 
Ба апос are SOE 
Surprnsinaly, the GameCube controller proves 
most suitable. Since the game 5 50 revant оп 
combimnations of button presses, rather than 
button sequences, the placement of the A, X 
and Y buttons 5 ideal, and C-stick shortcuts 


to oft-used combos also work we 





|, as they 
did on the Dreamcsst5 trigaers. So if Edge 

was pushed to make a choice, il would have 
to opt for the GameCube version, though any 


difference in quality is marginal, 
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STAGE 8 


ИТИК ИЯ 


Із Dredecessoxr, it's the ваза “лїп wrmen ine 
سک‎ ды рё k Р Е гаре Ен de 
Жаш mode сап be beaten. Indeed а а: 


inis 15 undeniably а relatively conservative 
Sequel, Since every other Сват em up 
tranchisa has singularly failed to learn 
anything from Sou! Calibur's brilliance, агу 
similarity is по bad thing. With every other 


beat 'em up havina falled to equal, let alone 


exceed the original, it seems churlish t 
150 the Sequi ггпегегу matoning and 
damag + È \! ! "ү ji 4 rw rt ; 
ee : % Several new arenas аге partially walled, which requires а 
— 00 EUN ң poe ele slightly different ring out strategy to the stages of old. But 
inat s Supenor 1 Dreoecessor ІП aimes combat technique is more important than interactive settings 
every way. Which means that it's also 
Supenor to every other 3L бегі em ur 


Amplitude 


Format: PlayStation? Putierer SCEA Dêveloper Harmonix "noe 550 (E32) Raissa: Out now (US), ТВС (UK) 
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o understand what Amplitude is, you 

T first need to know how t relates to 
Frequency Hammonis previous Ше licensed 
an array of dance music tracks, and 
| arranged each component - bass, drums 
| 7 vocals, synth and so on - as a three-note 
шін 9 Ж congener on e ee wal cfa 

арлын” e na ы пж. ine кеме travelled through 
ENG рс Copy the tube, choosing a Side to 'play' at the end 
l | си each bar, and аннан ihe sequence of 
notes to one of three buttons on the 
DualShock pad. Complete two bars in a row 
1a track and the track would loop for a 


while. leaving the player free to move ante 


Іле next, and Іле аига expenence Ouiicinc 


51 


However, the main reward wasnt aural 
It was points. A score in the thousands 


À s „= TT wW umm Damm aca mh Dum # = 
A Score one оепег Than you scored fast ШТІ 


Nirvana in Frequency was the perfect run. 


im 





FreQs are now in 3D, and more body From the beginning of the tunnel to the 
parts are unlocked the further you each beat matched, each multiplier аггжес 
реле "rough e omes метан But it always appeared unattainable. 


still be randomly generated Why? Because the octaaonal 


| и” ж % ж; 


" TT ^. - pure р 
sonstruction of the web meant that i 


was always possible to go left or right, and А T 
that made every bar's closing moments " 





LÀ 
"Amplitude seeks to change the rules slightly " т 
without wholly perverting the initial concept. | " 


Freestyle is handled differently to Frequency. It's now а powerup similar to the Autocatcher or Multiplier, 


This isn t Freq uernaoy, It S something else" and comes in useful when you've just failed a bar or want to restart all the bars to get a higher combo 








а decision, And once you d decided. you Were more Ск 


+ 
- - iam "7 e hern aut mE "mik mcn 
y Illustrated, not based on your Streak. пеге Amosi Certainy wasn Т. 


wouldn't necessarily ever know i it was the chance and memory, the mercurial notion of and Amplitude makes this clear. You Quickly 


nont decision, because there mignt have the perfect score would not be as mercurial learn that, no, you messed up the pattern 
been more points to be had I you d gone as it seems. [here sS а perfect score in some fime ago, and now you ге STUCK in а 


left; or maybe even more two tracks to the Frequency, just as there is in Amplitude Sequence that simply doesn't work with this 
nant; and a decison taken now magni not Amplitude © much more honest about game, and unless you calm down and plan 
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^ “ 
the line, The combination of your free will and obvious and, for those who love the zone, loop fe “the rest of tha song. To hammer the 
the game's cascading structure was both initially chilling. The game no longer takes point home, multipliers can now go as high 


- m ғ. =ë РЕГЕ: ғ. =- а = ЛЕ more d 1 i bem m mm Ы Р Т. T.T Lm Acc = = Ы” 
competing and гит шг) piace IN а SMARKING (De, OLA ОП top 08 an сіз OX, Of TOX Wan powernunps. MSS а Singe 
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Frequency's closest aesthatic relative was arced plain, still twisting through a digital peat and its back to single-figure scores 


Tempest hat both games take place on а landscape which looks like Rez painted by Reinforcing the idea of clinically defined 


- Г т 


тәмле фф 


ireira % ғын Кыч wee "қағын ы са азы кыйы ME " Б T 1 T Pda ud TT 
giow-stici к wirerame tunnel, and bot ravers. Once you have reached the tar left or aules Throuan 1ле sonas, (ле Game now 
= = - 


games appeal tes in reaction and the thrill of the far naht of the plain, there is nowhere to ndicates the approaching ‘live’ tracks with a 
the zone. But the difference between go but "ad on yourself. if you have matched vivid green multiplier. Far from hand-holding 


Tempest and Frequency is key. While a single ай the bars from left to right faultiessiy, the you through combos, it makes the game 
web in Tempest comprises a number ої game gives you а moment to rush back over more of а zone expenence, as your Drain 
variables which can produce a game of to the other side. It not, you almost certainly learns to interpret the splash of green as 
almost infinite circumstance, a song in won't make it to the first beat of your next bar Instinctive direction signihers. There is nc 


Frequency is Biwa) s the same. The only thing in time, and your combo will break onger any sensation of being lost in the wet 
Inat changes is the way you move through it It sounds constrictive, but it’s not, It's just nor does the act of scoring phenomenally 





TT) oP a my T. Шақ uL ME >ы ni - "Ma uer ра aid = қ a OEEA ed m = П‏ ر ғаға ға алан‏ کڪ 
based on а number of binary decisions = straightforward about what the player has tc high numbers necessitate learning the‏ 
J g‏ 


move to the vocals after the drums, or take achieve - every broken combo in Frequency perfect route. Th game 5 lass of a memory 


The energy bar on the right is a good 
indicator of your success, and changes 
colour as you get closer to failure those routes are finite, and that, if only they hinted Ша! there was some way ol saving just like always, except for... more. 


ihe bass first — but when you realise that tell like your fault in that instant, and obscurity test, and more one of pressure and reaction 
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Атріпиае demands so much concentration that 
taking screenshots can seriously damage your 
rhythm, and hence your scores. Rest assured 
Edge's numbers are somewhat bigger than the 
paltry figures demonstrated by these screens 







Because at Ampilitude's core is 
Frequency, magnified: darting pupils in 

wide eyes watch the same beats hit the line 
and fingers interpret the visuals with nc 


Eod imm ҰМТ = i a mmm "mw Ра 
pause tor tought. Nirvana attained, you've 





built the music into a full song, which loops 


Music: response 


No mention of the music in a game based 
entirely on music? Sure. There has been 
some consternation among Frequency 
devotees ever since the soundtrack for the 
game's sequel was announced, but that the 


ime, because this is a rush, but as soon 


as your thoughts catch your fingers you're 


ч- 


- ~ 2 = ғ. кыылы КыЗ! лыг, bas 
Going to start wondering how the һе! 


you re doing this: 


quee Ned "E TEMPER yp a AT Spee 
Catch your breath, question it, miss а 


soundtrack has a guitar skew — Slipknot, 
Weezer and Blink 182 all appear – matters 
little. The music's just the base metal, there 
for you to mould into somathing else. And 


Deat and everything breaks down. The 
emotions come back, and the fear that 


ameri hae araban DAAG omar. ігіраға 
Harmonix has broken God's own musical 


some af it you'll love, some af it you'll 
loathe, and by your second week in 
Amplitude's world you'll know it all off by 
heart. Edge can't stop singing Freezepop. 
Plus ca change... 


nstrument just fades into nothing, because it 


rS 


turmis out Amplitude is actually the perfect 
sequel. Not an expansion pack: a game that 
поеѕп t set out to mimic its forefather, but 


Seexs to change the rules slightly without CB а 
0 e) 


Get a bar full of special notes, like the green squares 
(left) and you can unleash а powerup with the д button. 
For example, the slo-mo feature slows everything down 


ка ata en Е р + P aoc T т. 
wholly perverting the initial concept. This 


snt Frequency. Its something else. 


Edge rating: ? out of ten 
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Fonnat: PlayStationa — Publisher: Konami Гекпісрет: In-house Prce: £40 Найваве: May 23 





Heather constantly questions the presence of 
save points - and the self-knowing references 
continue with a fairground ‘haunted’ house 
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S ilent Hill sits in a bizarre niche. High predecessors (see No, don't get up). The tiny but important details. But the story that 
| 


ойе and beautifully (reac 





SN pace of the what encompasses them doesn't fare so wel 
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produced, the game's content is, however, eventless Macs reserved only for the becoming increasingly hard to follow towards 





almost cultishly esotenc. іп many ways this lost. And you should get lost less often thar ts climax. Worse still, is nii at significant 
third iteration is the most accessible and well before, as the levels, though still large, are revelations rely on a detailed knowledge of 
balanced so far, yet in others it's the most notably less sprawling, Moments of clueless the preceding games, robbing the finale of 
closed off, the most uncompromising. meandering can still occur if you're anything drama for newcomers. The tale also loses 
less than thorough in your searching, though. out in that it only works on one, literal level; 


& Дры аъ toe nmi 3s ЕТЕ Chant ill 99 p ey co he rà 
A oe! ъ= V. ono TU Acca d n Vieanwnile the puzzies ane tough оит sent Hill 2's jour ney could be read 





FAICOW Te | CO 01 TO Tee! [ТЄ Ue ГТС M | І Тәй 
: ! = afin А ыы. nn logica And some, such as one invol мпо а metaphoric aly as a post-mortem Gescent 
i | 1 = 
апо тле SUCKY COmiDat anc | OGGCasiona morgue, bloody numbers and a crematorium into hell, and was more intriguing for it. 
еті eion hecoma nart of the exnerience door, can be very satisfying. In most cases The new locations are effective 
Seen) с. шін oA riy йы ااا‎ they're a welcome change of objective rather particularly the mall and subway of the 





than an annoying barrier and, as ever, hooray opening third, as evil is all the more 
Once again the experience Is greater for riddles beyond "where is the door for this grotesque in such familiar surroundings. But 
than the sum of its parts, which is fortunate key?' As before, there are three levels of again the most remarkable moments are e 
as the parts have barely changed, The puzzle difficulty independent of combat most ambiguous: the still-spinning wheel c 
unconvinced have long derided the toughness, and indi do make a difference. blood riddled wheelchair, the bloated 
simplistic, sluggish combat, but Silent Hill 3's Also strong are the characters, with creature lying silently on its face. Its not tne 


new lead character Heather certainly has а perhaps the most impressive visual and explicit content реоріе should worry abou 


far wider range of weapons than either of her textual representations seen yet, loaded with here, but the implicit, That much of it is not 


EOM 
C 
1144 


Ав іп the previous game, light and shadow аге 
used to great effect. Seen outside in daylight. 
these insectile, bladed creatures have far less 
impact. The associated noises are finely judged 
to set your teeth on edge wherever you are 


„лен 


amiliar. T 


No, don't get up 


Ammunition is still perilously scarce — 
; ; | there's an option to doubie it — but at least 
What Stent Hill 3 does superbly is creat > ч А ШЕН qo ' you've got some decent guns. The shotgun 
stops most things, the machine-gurrs 
is and tha 


on competion} 


таш! (too heavy for most fights). а stun gun 


i қ "T i [pretty and effective) and a short katana. 
A quiet young man, Dot quite iriendty, 

i , b gam қ Mlake this last one your default weapon 
45 VOU сап зеге. : 


уу VIVACIOUS Tweaks 


Or better still. run away like the дігі you are 


The diseased, flesh-like environs continue to 
disturb in a slow-burning way - but occasional 
moments can shock due to sheer unexpectedness 





Р.М.ОЗ 


Format: GameCube Publisher: Capcom Developer In-house Price: Ұб,В00 (£35) Нғівазе Out now (Japan), Q3 (UK) 





Destroy an enemy and the combo meter begins 
to tick down. This puts the pressure on to defeat 
the room's guardians in double-quick time 





Murder she rote 


There's no question that a qood memory 
is beneficial to beating P.N.03. Enemies 
generally fire a destructive salvo and then 
hold back to re-energise. Timing is crucial 
and getting as many shots off as possible 
while the enemy is ‘sleeping’ is pivotal to 
success. It's essentially a game of care 


геге the STAKES are your continues. 
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Dodging deadly homing missiles is incredibly satisfying, mostly because you have to wait until the very 
last moment to make a move. This gives you time to reduce the target's shield and, of course, looks cooler 
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ge his game hurts. PN.O3 requires lightning- 
last renexes, a good memory апп 
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гез Palm Shot to fire automatic energy 
bolts, but it's no match for jabbing the fire 
bution nundreds of times a minute. Know thia 


and you know what kind of game PN.O3 is 
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predictable, their weaknesses even more so. 
d 
yourself behind objects. You'll soon learn the 
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survive you must elther dodge or shie 





groove: shoot, dodge, shoot, dodge, It 
СИЛИ get tedious, DUT ЇЇ doesn't. Like its 
distant relative, Ғ.М.03 rewards skill above al 
eise and mastery brings huge satisfaction. 
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е of ine most sassy characters to emerge 


in some time, She speaks little dialogue, rs 


encased іп armour and exudes little overt 
personality’, but, hey, she can dance. Mos 


of the game's charm arises from Schneider s 


ability to pirouette her way out of seemingly 
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petey unexpected source As ir 


>il of Capcom's recent action games, ponts 


make prizes. Combo multiple enemies in a 
room апа you ll earn credits, escape without 


taking a hit and you receive a funher bonus. 


These can then be traded in for upgrades at 


1005 (large pink baubles) or at the end ofa 
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Format PC Publisher Simon & Schuster Interactive sioper Crowd Control Productions Price: 550 (E32) plus $12 (EB) per month billing —Felease: Out now 


rom t зей, Ei 185 аррені & 
hari? | ! пін n hara ipar- 
E ғ . n Pur pde E 
ai Ed І i | С $ = = ы 
b " = жш è " i Ё 
эи rhet EX d T = = uve 
EM "n. ic L t ' А اتا‎ ылы = 
¬¬ - 4 | i Ф грр" sath = араг 
L i VLAJ ll ] ІШ кз pU M ЕД БА V + Ы ҒАТ ТТ 
таман 
i | HANUL 
and | ister licht ontrm and s ! 
dum e ға $ i - - misc m 
menace bristling with icons and windows, 


pou сап feel a little lost, Edge foresees a few 
post-installation brow-wrinkles, especially 


frc mi nose Gorna TO that rn 





| Puy g 
Anica : 
one. Wir апу measure of doanahtna; as Eve 
ia re t shin-ollot Бий. Mo гй, 
Vea to ПЕТ ! Д T a ua. Du сұғы + 
а= S OW 
mean. d nens іг г a 3 act conc mi 
- # % - — - = = - 
اف ای‎ қ 
B i лты = 
| dvs т T — = е اة‎ = 
ORe many Tess “ТТТ Ren 
peers, Eva тва X ӘСОПІҮЕСЕТІК: 
supply-and-cdermancd model, driven by paye 
Pen md m |! mu. m al = + P چ‎ 
trade. Most will find better prices for their 
Nares nined minarals. smips. Тюитеяпаге 
gadgets, exotic goods, etc —when sold tc 
ЖАПЕ! ive Ier T NPGS, IMS trade 
— twn ТЕ” г Ё ПЕ = Ф а жы". - 
казаа 3+ і =’ r ی س‎ laa 
- = P в à r moar = 
ы 1 m Ls 
Jame chal email f | 
n this ci Ament Eve is tiie different 
" AR at ы " 
from the r пу of ММНЕС ; 3 wit 
акесі Р RC уын ы 
ther payar ij i profi" 3 key part à 
om * кр, ^ = — - 
the game. its aso the best way to discove 
tna Eve universe, and at this late stage in beta 
testing, the game boas! гое and helpi 
шү, But tha potential | hat 
ТЕ 1 Т [ b 1 | j a ج‎ — 
FL bi d а т E - 
a. СА сі - ч | ағ, = 
шш = "ed | biy Т ж 11 ч _ ъ= 
. ! ' И oDWV-wE 
М лгу 1 ЕЛІ i | 5 Tine 
a z 
3ath a character take termined by his 
XM 5 al СІ an оа expeande zi 
a: шіт 3 
dire n i right beg e аз а warma 
but spend tme i countancy Schooling 
and vou ll became souont-atter tor your casn 
beum ilir гі skills Alte loh E PL ey 
andina SKS, Alternatively, а career as a 
Tr 
mow unti m hi Тат-т- "із mathe ғарғы 
bounty hunter may appeal. пе paths опе 
— майлы جود‎ = А Е طا‎ Se СМЕ = 
an take are many and vared; the impact tnis 
h AVE or nir n hy that ihe 8/2; € ^ usur 
—_— — & aM m — I m -— — 
MODES wi f ) ГК 5 exc ) 
- 1 "TS, f 1 T 
| | 
Ғ т i Ep ا‎ r^ 
CVE | M3 гі 
ZETA win Wt [| * t= ҰТТЫ Т Fa a 
the heights it ning for, but # 
пеге. is] magi BAM bnant 





In truth combat is not Eve Online's strongest card and can feel a little dispassionate. But as it's an MMRPG 
the world is constantly evolving and the Icelandic developer is promising improvements to the formula 
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Freak or unique? 





Mast HPGs put you through a character- 


generation process. but nona quite so 
detailed as that in Eve Online. While 


boosting base-stats with extra points 

апа selecting skill-sets may be fanwhar to 
most, few games offer such variety when it 
comes to physical appearance. When you 
start a character in Eve Online, it's a safe 
bet that you'll look unique 
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Breath of Fire: Dragon Quarter 


Рота: PlayStation? Publisher Capcom Developer In-house Price: $50 (£31) Наразы Out now (US), July (UK) Previously in E116 
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Magie ++ а Ж from game to came. This latest, the fifth in 

Trap «+r A " 

earnest dungeon explo бы days and Capcom 

nas invented its OWN sub-genre Ша mr ine 

resulting mix of gameplay: the arcade RPG. 
The developer neath sic а сіспей 

FMY introductions and the player is launched 


straicht into gameplay. The juxtaposition of 
ISOS cel visuals and Droto RPG i game 
pacing 5 cunous and feels ат once fresh Dut 
amiar. Plot = clean lary to action 
and, in terms of the story's execution, this 
COL ibe Sg ire тт Ort {=} “ | JRE ine 


сомго + 10% 
role of a ranc дег, protecting а suDtermanean 


ity ПИСИП monsigrs, WNO Carnes out a TSSKA 1 


preaictabiy not what it at first seems. 
Thankfully Dragon Quarter employs more 

complicated battle mechanics. An ability 

»oint (АР! меа i Pur la iti Ba vor av гу move 


as the fights olay out on the ЗО field screen 
= e ЗУ таған Pe 


ala Vagrant Story. Walking around the 


battlefield, attacking and using magic costs a 
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The glorious soundtrack features two of and you can earn and customise new skilis 
composing's brightest lights, Hitoshi Sakamoto 
and Yasunori Mitsuda, whose work includes 


Final Fantasy Tactics and Hadiant Silvergun 


TU аиа а ииген. а. бъл а. 


A attach to weapons. armour and shields, and 


use combinations of attacks to right. Deep 
customisation looks to be the future for RPGs 
and here responsil by tor character 
DIXIT development is placed firmly on the players 


M cL shoulders. Enemies are seen on ihe teig 


Screen so there are no random Dalles апа 
ne odds can De ес ras іле payer 
OCHRE ME палі d ri well i Wwe pia еті Eis 
Каса а 15 I i Шы Е One 
Frei gne Ww ROLES, Win easy eS Tes. ало а 


wealth of items, but БОР Is different, After 20 





minutes or so you will run out of naaitn items 


Lite 


and meet with inevitable death, You tnen 


Out ranking 


restart the adventure with vour new stats and 


- 


As a ran a ranger in the gameworld your weapons. In each subsequent play through 
character is given а status ranking known 
as the D-rank which increases in proportion 
to the player's progression through the 
game. As you fulfil special goals (such as 


beating the game in an allotted amount of Dragon Quarter is certainly trying something 


new ciut-scenes are added іс flash out the 
plot. The game will take the skilled less than 
-|- 


ten hours to completa but there is mug 


epay value (See САЛ галт 


time) your D-rank will rise. With an new and interesting but as to whether the gaming = bastard gener 55 ation 
increased D-rank the player soon finds the public will buy into it is anyone's guess. The trend Шала ы де лаа 
NPCs change and new areas of the E pem can be compietec inan lard th ә Ар a unten 
several times will Surety | oms case Liga @ +. „= Аме с VESON 5 
game are opened ир. Sub-quests are y pup bread. as Г | 
ead, as Drag ШАГЫ” Veal KOU 


added and the world 15 enriched with each 
subsequent play. While the repetitiveness 
will grate with soma players, completists 
should be in their element 
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traumonai an update for (he genre as rans 
could hope for. For the Saturn shooter 
obsessive Ihe sianihicance of Caves retum tc 
console porting cannot be underestimated 
Famed for deep orthodox shoot "өт ups thal 
mace as much emphasis Or MOVES 
improving scores as uriocking ап, Cave nas 
once again shown why, for a genre as old as 
Videogaming time, it is the last bastion 
Dai-Qu-Jou is the fourth episode in the 
Dodonpach universe, and for the many fans 


# the series this latest iteration is a retur 


tom, PICKING up where the benchmark 


second aame left off. Genre novices should 


approacn with cauborn as the Game is DoT 
demanding and deep. Initially choosing 
ГЕ PAC galt ia [ bar, Си nm 15 ыи" 4 Ai 
an elemental doll (piot) that will place gur 
efficiency emphasis оп one of the tw 
weapons (spre j laser 

petre ra ^ r^ j 

JE he С =) 4 а ылы LE 
ЕЛ i0 1 24 c ret tre T = 
ia = ui gettinc a س‎ ^F V ки i iti 11 
іг lives. Ву drawing fire fr tf 
TT ghtening Г П De T ГЕ Ё в 
comen. the playa raala the ES nique 


peting througn the game in a single credi 
ine On М VEN io qat Pn +t з пд! у = ra tat ТЕ 
will not come easily and most westerners will 


put the ttle down at this point 





second, for the expert player the 


Dogonpachi senes has always been about The elation at achieving a huge combo or 
managing to squeeze through a level without 
losing a life is something rarely found in games 


today. Twitch gaming will not die easily 


bombos and high scores. By linking together 
the destruction of enemies with no more than 


пе seconds intermiession between each hit 


а combo meter can be raised. The DVD Arka 





nas inciudad (at least with this hrst on ! 
goes more than simply demonstrate there w 
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you, it contains films of the best Japanese | 
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сай, nor will necessarily war М Death by speed 
But in a videogame publishing world ting 


This arcade-perfect Р52 port comes stuffed 
with extras such as a Simulation moda, 
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which allows the player to set a vanety of 
gameplay conditions, and а gallery 
featuring dinya Inoue's illustrations for the 
game. The fnghtening Death mode sees the 
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compare your scores with like-minded 


ы 


friends, step up a few places on the world 


ieaderboard each time you play and enjoy the € 

player fight each successive boss. The 

difference hare is that the boss bullet speed 

is increased two-fold rendering the mode 
While Edge usually refrains from tortured and hackneyed similes, the phrase, ‘like a hot knife through impossible to all but those with 

Edge гайг; T out of ten butter’ describes perfectly the sublime feeling of mowing down enemies іп the Dodonpachi series superhuman reaction times. 


excitement of arcade com 
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gaming at its finest. 
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Formal: Xbox Publisher: THO — Developer: Climax Studios (Brighton) 


Previously in E123 


W ith its flawless handling and spinted Al 
riders, MotoGP: UAT provided perhaps 


the best racing expenence of 2002; a 


reputation that was only enhanced with the 
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game's appearance on Xbox Live just a few 
months ago. So it doesn't seem like fans 
һауе had to wait long for this follow-up. 

As such, MotoGP2 doesn't benefit from 
the same ‘shock of the new’ that the first 
game enjoyed. But it's testament to the 
game's quality that this familianty only breeds 
infatuation, once again: it effortiessh 
“Way ar outshines its predecessor іп every respect. 

Қ Тһе visuals show а greater command of 





the Xbox hardware than perhaps any other 
- racer Edge has seen, with more intricate 
p= ii! i * ^j | | 
- e n 4 CURRENT LAT | texturing and polys working together t 


Ci 
W Create far more realistic bikes than those 
BEST LAP —— ы کڪ‎ xa: - found in the onginal. But its not just the 
"de И -- 3 М Т MM тігі | 7 АР ИН added detail that makes MofoGFe so 
А. ү | | ^ : ы attractive, The use of Fresnel lighting, a 


technique that varies the reflection of light 


according to the angie of view, means tat 
motorbikes now sit within their environments 
more convincingy than ever. 

Further hard work in the Climax garage 
has bolstered the gameplay, both onine and 
off. As an introduction to MotoGP racing, the 
e ze ps2 original's Career mode was fine; lately though 
a Mocay l ЖУ, TM 3 Ag аль | 2” ^ NX M Мы ы. жа * у Ж | КЙ it has become а routine rite of passage for 
i M s ir Ce e Mo NY EE hy " P Adis o NI otk Ww 5 successful online play. That's no longer the 

” Ж hes 7t. | MD Ж ae it E | | case Maxing out a bike's stats is now both 
| | | і | "ac ic _ = more daunting and enjoyable, thanks to an 
MotoGP2's crash cam is splendid. The shaking, 
ground-level view of the grinding bike and 
ragdoll rider is genuinely wince-making 


intelligent rejig of the singleplayer structura. 
Besides the training, each race now comes 
with a set of mini-challenges that award extra 
pants and teach players the ideal racing ine 
Cleverty, some early challenges are nigh- 


on impossible, encouraging replay once a 


Lu ҮТ" 
bay br pal 


bike Of sufhcient pedigree has been 
developed. This all represents a satisfying 
expansion of the Career mode, which now 
Offers far more depth to offline racers 

The online aspect has been similarly 
bolstered, as a variety of obstacles prevent 


the kind of practice that tamished the online 





EO GAME MODE _ Ж | т: Nu. demo. Walls prevent outrageous physical 
shortcuts; excessive time spent off the track 
nullines a laptime; ‘backwards nders' becom 


harmless ghosts: and idiots can be 


Bit of a turnaround 


One of the criticisms MotoGP fans had of 
the first game was the omission of several 
tracks from the real-life circuit. Іп response, 
six new tracks complement the original 11: 
Phakisa (South Africa), Catalunya (Spain), 
Estoril (Portugal), Rio (Brazil), Motegi 
(Japan) and Sepang (Malaysia) fill the roster 
out significantly. Besides making for a 


permanently banned from a game. 
It may not re-invent the wheel, but 
MotoGP? is a shiny new alloy among racing 


games. and builds upon the senes excelleni 





reputation. And tnat should be enougn 


to stir up «box Live all over again, 


| Measures have been taken ta improve online play. Victims of the cretins that race round the track 
longer Career mode, they should provide backwards will be particularly happy to see this screen (left). There's now an option to design your own = -— z 
more variety when it comes to online play. logo, which then adorns both sides of your bike. Online show-offs will be in their element (right) сосе raving ? out of te 





Clock Tower 3 


Format: PlayStation? Publisher: Capcom Developer: Sunsoft Price: $50 (E31) Felease: Out now (US), June 20 (UK) Previously in E115 


hock, drama, even the occasional shiver 
S of revulsion: the survival horror canon 
provides all these, but manipulating emotions 
= a tricky business. Glock Tower З, aptly, will 
wind you up, but in failing to incite tension 
Capcom s latest venture into the realm of 
Dogeymen majors on frustration and irritation. 
The game's one original element is the 
lack of enemies. Instead of a variety of 
creatures, for each section the player suffers 
he constant attentions of one Individual. 
nese stalkers cannot be Biase until a 
boss battle, forcing the player to 
fide. aye lot. Small green whirls appear on 
suitable locations (such as a toilet door, a 
curtain or a niche behind a fish tank) to 
hammer home their usefulness, so it's a 
simple case of heading for one of these. Blue 
whirls indicate the trigger for a one-time only 
cinematic in which the stalker is ‘killed’, but 
Gespite, say, having their head cooked, they 
return without delay once you leave the room 
Which rather makes them a waste of time. 
Add increasingly laughable enemies with 
шыга! handful of utterances and their constant 
attentions become all the more wearisome, 
especially as your character, Alyssa, can be 
еп from healthy to dead without the player 
ever regaining. control. Enemies also appear 
тот any direction, even dead ends from 
whch you ve just emerged, further testing 
your suspension of disbelief, But if the 
Stalkers weren't so annoying you'd have " di. y 
more time to notice the clichéd, dreary ЖБ s ү 
mechanics underneath. tems need finding 
E^ when they all sparkle) and taking to 
istant places. Lazy design even within these 





The only opposition other than stalkers are rather 
lame ghosts. Exorcise them by returning items 
(here spectacles, extreme foreground) to their 
familiar boundaries means that some events purses чада: ae e Rer 
simply won't work at the ‘wrong! time — try 
aoe a fire with ash before investiaating 

а nearby room, for instance, and Alyssa just 
can't do it. Dramatic" camera anoles can 
aiso make the simplest actions difficult, let 
alone efficient evasion 


Wait, there's (a little) more 


Completing the game unlocks a gallery of 
character art and a cut-scene theatre, 
which is actually better than it sounds. 
'Battle Royale' director Kinji Fukasaku 
oversaw the event films, and his directorial 
expertise shows despite the sometimes 
hysterically melodramatic actions of the 
characters. Sadly, their chief function is to 
show how far the Alyssa of the tale — lithe, 
cheeky and resourceful — remains from the 
plodding, helpless cipher of the game. 


Boss battles аге no better Success isa 
базе of running in circles until an enemy 
declaration indicates a pause ~ "damn!" 
perhaps, or "catch!" This gives Alyssa time to 
charge an arrow (the bow only appears In 
ese battles) so that a chain of energy traps 
the enemy. Then either repeatedly fire or, if 
they break free, repeat the tnck. And it goes 

an, creaking to a final battle that's climactic 
nly in that it's repetitive and drawn out. 

ock Tower 3 is never scary: rather it's 


ан proof of the banality of өмі 





E While well presented, the story itself is predictable and markedly un-scary. The cut-scenes simply 
coge г: айг J: ? out of ten emphasise just how staid the events of the game proper are - including the final boss battle 
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Vietcong 


Format: PC Publisher Take? Developer Pterodon — Price: £35 — Helesse; Out now 





There are some splendid touches in the game — 
such as the fact that you lift a gun when you get 
close to an object, rather than losing perspective 





Hardly heroes 


This doesn't do the US military any favours, 
with a nasty bunch of cuss-filled Gis 
making up the majority of your squad. 
These chaps are essential to getting 
through the levels, but their use often feels 
artificial, and they lack the animation and 
realism of characters in many other 
contemporary FPS games, each one 
greeting you with a strange stare. Another 
disconcerting point is that they are all 
immortal, Not once do you lose a man, 
despite the endless carnage you are put 
through. It's not the greatest plot. 


Combat is fast and furious, with you finding yourself belly-down on the deck most of the time. It's pretty 
easy to die, so you'll need to make full use of the copious amounts of cover that the jungle provides 


Previously Ir E152 


he war in the Vietnamese jungle has 
T proved to be an unpopular tothic for 
game developers. It's so much easier to 
produce another WWII game. or something 
mi in a world with no political implication: 
So you have to give credit to Pterodon for 
making a valiant attempt to recreate the 
ill-fated Vietnamese conflict. Vietcong Is not 
a game without ambition. 

The missions are reasonably vaned, 
including some vehicles, some sniping and г 
fair Dit of Crawling about in the undergrowth. 
But the core of the game is deep jungle 
patrolling with a team of specialists. You, the 
special forces lieutenant, depend on your 
point man, the Al-controlled squad scout, t 
lead the way. If you re going to spot the 
majority of the traps that will cross your path 
then you have to work with your team-mates 

Combat is realistic and intimidating. 
Enemies rush through the jungle ahead of 
you, making the first encounter with the 
Vietcong themselves an interesting 
experience — run forward too fast and you'll 
wind up dead on a spike trap. Vietcong 
forces you to use cover and to place your 
shots carefully and, for the most part, can bx 
commended for this approach. It certainly 
feels different to numerous other firstperson 
shooters on the PC. 

The game's campaign i5 also broken up 
by return trips to your bunker between 
missions (a little bit like Unreal 25 efforts to 
make things more interesting with the non- 
combat ship sections) and some instant 
action sections — by far the best part of the 
game — where you slowly open up different 
zones for instant gratification fire-fignts. 

But this is where the praise ends. 
Hepetitive and crude, this is a game that is 
often let down by the rough edges of a 
development team that didn't seem to have 
the time or the money to realise its ambitions 
The game is flawed in many places, and 
some stages amount to tedious frustration — 
largely thanks to simplistic and under-evolve 
level design. 

That almost every level feels like a 
decorated corridor doesn't add much to 
the atrnosphere, either. What grates worst о 
all though, are the endless obscenities ала 
anti-VC bile spewed forth from your hate- 
filled squad, something that even inveterate 
swearers will find a little hard to bear. 

There might be a great Vietnam game 
out there, but this just isn’t it. 


Edge rating. ? out of te 





Made in Wario 


Format! Game Boy Advance Publisher: Nintendo Developer: In-house Price: №4,800 (£25) Release: Out now (Japan), TBC (UK) 





W it is not something you often find in videogames. 
In fact, forget the early LucasArts point 'n’ click 

adventures for a moment and you'll struggle to think of 
cue | 


қ ie i 
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a single game that actually made you laugh out loud. 
Made in Vario ts the wittiest and most amusing game 
Edge has played in a long, long time. 

Pitched somewhere between Bish) Bash Special 
and Ellipverts, Масе in Wano offers some 200-plus 
‘micro’ games to test your split-second reactions. Each 
game lasts about five seconds, Із grouped with around 
15 other games and is capped-off with а short Doss 
encounter. Defying one-word labels, Edges favounte 





games inciude the one where you have to make a бод 
happy by touching its paws and the one where you 
have to prevent a bogie escaping from a girl's nose. Ө. 
However, Made їп vano is not just about 
juvenile humour, it displays a refreshing intertextuality xe 
that manages to both poke fun at and celebrate 
videogames. ‘You'll find clever facsimiles of Virtua 
Boy, NES, Game Boy and mobile phone games. 
You'll aiso find that Made in Vario confidently sticks 
two fingers up at an industry that seems to nave 






Be warned: Made in Wario will take even 
the most clutsy gamer about three hours 
to complete. There are some ludicrous 
link-up games to unlock, however, which 
increase the fun and longevity 





lost its sense of hurnour. 


Тт 
Edge rating: ? out of ten AI 


Golden Sun: The Lost Age 


Format: Game Boy Advance Publishe: Nintendo — Developer Camelot Price: 530 (E19) Ralease: Out now (US), TBC (UK) 





ike some Saturday matinee senes you can 

L probably expect Golden Sun to run and run. At 
the climax of the last instalment, and with only part of 
the quest complete, our heroes were cast adrift on a 
ficating island. As you'd expect The Lost Age plunges 
you straight into the thick of the plot, where the last 
game left off, Although newbies will still be able to 
follow what's happening, they naturally won't feel as 
| IU much affinity for the characters, at least initially 
à WWW AND" К Ха а > 1 D RU, M 525% жеу ЖМ ДУ s - | As RPGs go this is as traditional as they come. 

жү MONA. | | £O SUM Y (МҚ E ЫМ TA A А] Random batties, ап overworld map to roam around, 
ғ E WC ru ША ла ЖГ | | 0 maze-like dungeons and party managernent are order 
of the day. Woefully, it's even possible to ransack the 
houses of NPCs while they look on dispassionataly. 
But while some of the novelty of seeing a stalwart RPG 
on Game Boy Advance has wom off, The Lost Age is 
still slick, practised and enjoyable, 

However, the only element that really stands out is 

the collection and utilisation of magical Djinns. These 


Along with Djinn powers the Adepts in 
your party will be able to use Psynergy 
to overcome obstacles and puzzles in the 
game. Whirlwind, for instance will shift 
bushes to reveal hidden entrances to 
caves and temples 


creatures can be assigned to party members and used 
to devastating effect in battles. Each also nas а 
particular skill to help with solving puzzies. Fans 

will lap it up, others may find it a little stodgy. 





Edge ratina: ? out of ten 
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The engine is based on the technologies 
that brought us Z2, but with a totally 
different game dynamic laid over the top. 
Frontline Command is a game of well 
rounded goal-based strategy and tactics 
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Т he latest iteration of the perennial Japanese 
blockbusting brawler does little to tamper with the 


mat PlayStation2 Publisher Kooi Developer In-house 
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Character Edit mode, for example, allows players tr 


create (her own vyarnors and bochyouarce " TE ПЕ 
iniroduced ability to challenge opposing generals to a 
| pting the mêlê | ' 1 
One-of beat 'em up se hanges 

| ibility to perform а CM - 
UMN and the addition of more effective boc, * > 


jare s no denna, Though, that ІНІ 15 largely the 


that game will find litte to enthuse them in this. But for 


those who continue to бе enthralled by KOEI S5 oeuvre 
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Нейгаз Out now 


strategy, set in post-D-Day wartime 


Presiously in E122 


пе next game to roll out of the Bitmap Brothers 
| stable is this rather by-ine-nurnbers reaitilhe 


rA P Cc 
Cc 


urope. Not that 
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inexceptional in all almost every fashion, it does boast 


а superb level. of attention to detail, Terrain |5 


rmportant 


with troopers being able to hide behind low walls as 


they стауй, or capture buildings to use as cover as the 


ithe their way through the | с notnem Europe 
М за factor too, 8 and іле pose 
he soldiers. Even ste aken into account, will 
j es being heard by the enemy Al soldiers. The leve 


ге well сеа and chalar Je the { waver to m апа 
troops cleverly, a single unit in the wrong place, and itl 
Ihr YA а mission m eoparcdy 


Jesoite the polish, there's not much here that а 


seasoned PC strategy veteran won't have seen befon 
і гч Пыр E a zz. тың ыытыы гү [Ты 
Bitmap Brothers’ 1604 cy em, Frontine 
3nd will seem ап acutely quotidian outin 
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Тһе Dynasty Warriors series is unlikely to 
ever receive much of a revolution in design. 
But another evolution (= hardly a problem 
when nobody eise is making games that are 
as viscerally entertaining and yet tactically 
demanding as the latest iteration, which 
remains just as much fun to play as each of 
its predecessors. There are certainly plenty 
af new features to keep die-hard fans happy 
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Format PC Publisher Empire Interactive Developer: Black Cactus — Price: £35 


ore of a re-imagining than a true sequel, Warrior 
M Kings. Battles aims to correct the flaws of its 
questionably paced predecessor by dichning the entire 
turn-based portion of the design. Working across the 
varying terrain of a proto-European continent, players 
now get stuck right into one conflict after another. 
However, Black Cactus could have pruned further. 
individual stages can take with the need to 


build entire = -Style social and economic 


an ace, 
settlers systems 
before sending newly minted armies into battles, which 


are invariably a fair distance from the home settlement 


The combat is at least highly charged. What the 


recycled 3D engine lacks in detail, it makes up tor with 


an ability to scale smoothly from tactical remoteness to 
ground-level mayhem, while the interplay between the 
vast range of units adds much to skirmishes. But even 
with the ability to pause, take stock, then issue orders, 
it's a chore managing unit movements, particulary while 
also attending to resource-based matters back at base. 
Warnor Kings: Batties mixes and matches familiar 
mechanisms in interesting ways, but it proves that 
balancing real wargaming with resource-based 


empire building is as precarious a task as ever 


Edge rating: ? ой 
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Батпас PG — Publisher: Activision 














Viking Invasion's England campaigns 
offer very different challenges from the 
original game (above). The pre-battle 
screens have been totally renovated, and 
are considerably more effective (right) 
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Developer: Creative Assembly Price: £20 
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Although never wholly satisfying, Warrior 
Kings: Battles excels in its depiction of 
empire building and battles, the quality 
and volume of animation countering the 
relatively low detail 3D model work 
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| hile undoubtedly The Sims continued success 
W. has been, in part, due to its endless stream of 
add-ons, other developers are abandoning the concept 
and expanding them into mini-sequels (see Warnor 
Kings: Battles above). The reasons are clear — the more 
successtul the game, the bigger the potential audience 
and the more sense to make a pack. If it didn't sell big 
numbers, a 


But where does it lac 


|i second chance of a release is worth taking. 
eave a game like Medieval? One 
of the most imposing games of the last two years, It 
was hardly in need of expansion. Smarty, Creative 
Assembly has realised this and rather than stretching 
further, it's concentrated. While a helping of additions 
are for the main game, the heart of the expansion is а 
smaller carnpaign setting around the time of the 
eponymous Viking invasion. Short, tight and intense, it's 
a considerably different experience from (Medieval 
proper and well worth expenencing. 

An efficient and well thought out expansion, it's only 
hampered by the news and first images of its sequel, 
Home: Total War. Still, it acts as a reminder that despite 
the graphical excesses in the senes future, its 


strategic core is one of the most solid in gaming. 





Тао Feng: Fist of the Lotus 


Format: Xbox Pubdsher Microsoft Овраг Studio Gigante Price £40 Release: Out now 


t first, it seems that Ihe western beat 'em up is 
| born agan, free from the sh хасу mosh pit à noise 


and schlock that makes up the Mortal Kombat senes 


Тао Кели has some commendable asse 
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таке full use ot tne furniture dotted around the pret, 
mbat arenas. А Tekhen-style button layout has bee 
sensibly used, too, mapping a fist/loot to each one of 
the tour tace buttons. But, ultimately, these are just 
jood intentions, thanks to the jarring pace of play 
Beat 'em ups need to rely on twitch стай and shan 
pacion speeds to provide their thrills, but 
ferent kind of stuttering altogether There's 
no ТАЛОЛҮ or STOO TIES TD COMDos and combat, 50 
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arbitrary than Daging armas usualy threaten tc do 
Clothes tatter and faces splatter as the 
match progresses. It's the best of five 
rounds, as players have three energy bars 
each to whittle down. In between each 


For all its fresh ideas, the fundament is still crooked 
70 Feng comes off more than a litte shaky in the 
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round, а mini cut-ascene ensues, where S| Саура. when nxraposecd ҮЛІП AS rean 
the floored character stumbles woozily to pan. Кв a step in the пай direction. but one 


their feat to continue the match 


Soul Calibur II Amplitude Siert Hill З жы. 
Неге they аге then, Below you'll ; i 


also find the authors of the 
Points of Review tests (see p76) 


01 Zy Nicholson 6/10 
02 Ste Curran 510 
03 Owain Bennallack 7/10 
04 Kieron Gillen 4/10 
05 Margaret Robertson 6/10 
06 Simon Byron 5/10 





Breath of Fire; Dragon Quarter Golden Sur: The Lost Age 
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MotoGP: WATS 
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= beautiful backdrops give the game 
distinctive eastern flavour and the 
aming sound effects are startling 





300d investment 


Aithough Karate Champ came first, 
Way of the Exploding Fist's 
nfluence on the beat 'em up genre 
5 massive. It proved that players 
sould get their heads around more 
han a jump and kick command and 
were willing to invest the time to 
master а game that, оп the surface, 
appeared static. Exploding Fist ts 
still marginally enjoyable today, but 
ncredibly slow. Inevitably, beat ‘em 
aps have become more 
sophisticated with move sets 
numbering in the thousands. Others 
may argue that the old scissors/ 
naper/stone form of fighting, 
encapsulated best by Street 

Fighter ЇЇ, still reigns supreme. 





retrotest 


Way of the Exploding Fist 


Edge takes a fresh look at a seminal game classic from yesteryear 


Melbourne House 





ou may have already experienced 

the delights of Kung Fu Master at the 
arcade, but those expecting Melbourne 
House's martial arts title to rip off that 
wonderful formula couldn't be more 
wrong. This is a fight simulator through 
and through. Forgoing the limited punch, 
jump, kick formula, Way of the Exploding 
Fist gives the player a remarkable 16 
individual moves to master. 

The concentration on one-on-one 
fighting has ensured that each move has 
its own advantages dependent upon the 
combat situation. Those expecting flashy 
scrolling or a variety of enemies may as 
well be disappointed now. The only thing 
you have to beat in this game is another 
student of the craft in a fight for honour. 

When the dojo master signals the 
start of the bout, you must block and 
manoeuvre before delivering a winning 
blow. It can't be emphasised enough 
how important timing is to becoming an 
Exploding Fist master. Hit your opponent 
with quick but weak blows and you may 
win half a point (or one yang symbol) and 
a lower score, but connect with a more 
flamboyant move, such as the 
roundhouse, and you can get a full point 
(а yin-yang symbol) and a higher score. 
This system brilliantly encourages risk 
taking, but also leaves you more prone to 
quick counter-attacks. 

Exploding Fist's backdrops beautifully 
complement the onscreen action and 
technically the game is excellent. 
Animations are fluid and the collision 
detection spot on. When you connect 
with a thumping hit the resulting crunch 
is enough to make you wince. In 
twoplayer mode there's not been 
anything this fun or competitive for a 
long time and while the C64 version is 
visually superior to the Spectrum's, the 
fighting mechanics are virtually identical. 

Exploding Fist's only major flaw is in 
the singleplayer mode where you must 
battle through a number of opponents to 
achieve Tenth Dan status. The game's Al 
does not compensate adequately for the 
powerful leg sweep which will see off 
nearly every CPU adversary. That aside, 
Melbourne House has delivered a gutsy 
arena combat game that requires skill, 
dedication and patience to master. 

Not unlike the real thing. E 
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The dojo master looks on as you punish your 
opponent. Style and power earn you more points 
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The making of... 


ium 


In an era when scrolling was a neat, if jerky new trick came 
Uridium, a super-slick space shooter that ht an arcade 
experience to the home computer. Its creators, Andrew 

and Steve Turner, ensured that the title was touched with gold... 
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Original release date: 1986 


| any individual coding 
| heroes emerged in the 
‘BOs to stamp their mark 

on the industry, but, unusually, it 
was a duo that was to produce 
some of the most memorable titles 
on the UK's home computing scene. 
Steve Turner and Andrew 
Braybrook's Graftgold was 
responsible for a number of 
technically brilliant, not to mention 
fun, videogames during the 
Spectrum and C64's glory days. 
Astrocione, Paradroid, Ranarama, 


Gribbly's Day Out and Rainbow 
Islands are fondly remembered, but 
it was Uridium, that fundamentally 
altered the way we, and more 
importantly other coders, looked at 
the shoot 'em up genre. 

Uridiurn tasked you with piloting 
а saucer-shaped spaceship across 
the unravelling surface of a Super- 
Dreadnought, in a desperate bid to 
obliterate enemy gun emplacements 
while evading and destroying 
incoming fighters. Failure to 
concentrate would result in your 
craft being vapourised by gunfire 
from the waves of attacking ships, 
or in you smashing into part of the 
Super-Dreadnought's terrain. The 
game retained the simplicity of the 
early classic shoot "ет ups but 
coupled it with much slicker, elegant 
graphics, a baroque, epic music 


the making of... 


score and, crucially, thanks to 
smooth, flexible scrolling, a genuine 


programming credits while Turner 
was responsible for writing and 
programming the music) were 
commercial programmers who 
played games in their local pubs, 
and who met playing in local bands. 
As Braybrook explains, “We got 
interested in what each other was 


and once | saw Attack of the Mutant 
Camels on the C64 | just wanted to 
write a game myself." ` 

Turner continues, "I thought the 
games were very simple and | could 
think of all sorts of things to make 
them better but had to wait until a 
powerful enough home computer 
to make it popular." 

It was Braybrook's conversion of 
Turner's work onto Spectrum that 
convinced him that Braybrook knew 
what he was doing. The pair started 
off working in the dining room, with 
a couple of televisions and two 
computers: a Spectrum and a 
Dragon. "Everything was written in 
Assembler," says Turner. “We were 
always trying to better each other's 
work and firing ideas off each other. 
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it was a very constructive 
atmosphere.” Braybrook agrees, 
"When the two of us were working 
from Steve's house it was probably 
what we wanted and just presented 
finished games to the publisher and 
they got released, simple as that.” 
Unlike Galaga and Starforce, its 
similarly sci-fi themed but 
comparatively pedestrian 
the ability to throw your spaceship 
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The game's all about split-second 
timing, and being able to anticipate 
which way to go at any given point. 

As Turner explains, “We usually 
started with the movement around 
the screen. If you had a real control 
then the game sort of fell into place. 
First you make it as easy as you can 
to get around in an interesting way. 
Then you add things to make it 
harder. The control must be like 
second nature as that gives the 
game its addictiveness. Our motto 
іп Uridium was give the player 
enough rope to hang themselves. If 
a mistake it's addictive, if they die 
because the game doesn't respond 
it's frustrating." 

The smooth scrolling was a 
major factor in the success of the 
C64 version of the game. Braybrook 
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Destroying every little detail on the Dreadnoughts 
was incredibly addictive and going back to deliver 
more punishment resulted in many a lost Manta 
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explains, “Each game we created іп 
the early days really started with the 
desire to get a particular viewpoint 
and motion on the screen. | had 
always been impressed with the 
work of Jeff Minter and wanted to 
write something that played fast 
and furious. | wanted a more solid 
fee! to the player craft so | drew 
loads of frames of it rolling and 
looping and spent time honing the 
animation and control mode. | also 
wanted plenty of bullets so it was 
time to изе something other than 
the hardware sprites to get extra 
objects onscreen.” 





Turner confirms Braybrook's 
ambitions, "Andrew wanted to 
achieve full framerate scrolling like 
arcade machines. It was the thing 
that made the C64 stand out as, 
with по graphics chips, the 
Spectrum was clearly inferior. When 
we achieved the fastest scrolling 
around һе then added а spacecraft 
and a backdrop and the idea for 
had something to fire at...” 

These days developers are 
making more and more effort to 
emulate the pre-production 
processes beloved of Hollywood. 
By contrast the high-concept 
backstory of Uridium — "Your Manta 
class Space Fighter will be 
transported to each planet in turn 
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and it is your task to destroy each 
Dreadnought” – was created after 
the event. Тигпег says, “Scenarios 
were the last things on our list. 
Sometimes we made them up when 
we had finished. Later when 
publishers dominated the scene it 
reversed and you had to think of the 
plot and try to put down the whole 
game on paper before you started 
it. We hated that way of working. If 
an idea doesn't play well you scrap 
it and rethink, so you cannot restrict 
the design before you try it out.” 
The after-the-fact approach to 
creating scenarios for their games 


reflected the duo's organic method 
of production. "We tended to start 
each game by reworking our 
graphics engines," explains Turner. 
"During the writing of one game we 
would get ideas of how we could 
improve the engines for a new 
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Each Dreadnought was named after ап с 
and gradually increased in size, Enemy 
wave patterns appeared with little warnin 


the good ideas hopefully spawn 
other good ideas. Fairly late on the 
sound and music is added. At that 
point the game really cornes to life 
and it’s very tempting to just keep 
playing, but usually then you have 
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to add more levels and graphics 
styles and make the game bigger. 
Finally we remove all the debuggina 





code and test it some more.” 

That copycats appeared was no 
surprise to Turner, “There were quite 
a few imitations, for a while it was a 


“Give the player enough rope to hang themselves, If they 
die because they made a mistake it's addictive, if they die 
because the game doesn't respond it’s frustrating” 


game. The technology used to 
precede the game design. We both 
believed in interactive design which 
meant every stage was 
programmed and played and 
tweaked till it felt right." Braybrook 
continues, "Ideas get tried out, ones 
that don't work are thrown out and 


mini-genre. It showed that the buzz 
you get from a game is related to 
the speed and control in a game, 
not complexity of plot or graphics.” 
However, Braybrook was 
understandably miffed, “Uridium 
was released in February 1986, and 
within three months there were two 
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or three very close imitations. | was 
as mad as hell about that, as they 
didn't add anything to the genre and 
in fact some were quite sloppy, and 
one even used most of the same 
graphics. So | decided to get my 
own back and we spent about a 
month designing new graphics and 
new Dreadnoughts and we released 
Uridium+ to teach them a lesson." 
Rather than an actual sequel, 
Liridium- was more akin to an 
expanded and enhanced version of 
the original, employing almost the 
same game code as its 
predecessor, but featuring 16 
different Dreadnought layouts. A 
genuine sequel appeared in 1993, 
despite some trepidation from 
Turner, "It was a challenge because 


Liridium was already a classic and 
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we knew any changes would be 
regarded as sacrilege. However 
game content and graphics had 
evolved enormously so we knew we 
had to add extra content.” 

Braybrook takes up the story of 
Uridium 2, “| wanted to expand the 
scrolling to all directions, which it 
does at the later levels, but keep the 
control mode essentially the same 
as the original. | even used the Co4 
code as a reference and kept all of 
the scrolling and animation speeds 
identical to the C64. No one was 
going to tell me it didn't feel the 
same as the original." 

Although the two continue to 
work as programmers, they no 
longer produce entertainment 
software. Turner is sanguine about 


the notion of re-entering a games 








world a million miles removed from 
the cottage industry approach of 
the "80s. “We have both been spoilt 
by a regular wage 50 it’s hard to get 
back into games,” he says. “I still 
play around with game ideas. | love 
realtime strategy and lve been 
developing a game that has really 
good Al for friendly and enemy 
troops so the action can be fast and 
furious without the player having to 
be everywhere at once.” 

Braybrook also sounds a little 
wistful, “Тһе days of the one-man- 
band approach are long gone and 
will not return, games writing is now 
very much a team effort, Just for a 
brief time, though, in the mid- 805 
we were able to produce something 
individual and individually. 

They were good times." 
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Almost as soon as Uridium was released on С64 and 
Spectrum the clones attacked. Turner and Braybrook 
worked fastidiously to produce Uridium+ before 
less worthy and cynical facsimiles hit the market 





Where yesterday's gaming goes to һауе a lie down 


AOAC 


Examining gaming history from Ейде 5 perspective, five years ago this month 


is the developers’ ingenuity,” it wrote. Well, 
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“Sega is dead. screamed the cover of BBO 


“Long live Dreamcast." Saturn lovers exhaled, 
spit and venom off the issue. and tumed to p69, T! 
Edge performed a dissection of the project previously 
known as Katana, highlighting the VMS. “The опіу limit 


battery life and the device's sub-game.com а 
Meanwhile, yet another feature heralded the ‘Return 

ot the Мас” as a games plattorm. This time, Edge 

claimed, “A rejuvenated Mac games market is there for 


the taking.” And once more, no one was interested in 


taking it. Shil, Mac owners ahways had (and still have) 
MAME — even if Edge was unimpressed, saying, 
"Nothing can emulate the adrenaline-pumping sensation 
of standing at a cabinet in a busy arcade.” 

Also in EBÛ, the most annoying advert since the 
3DO-Dodo feathers: Ocean's Heart of Darkness Insert, 
a thick piece of card which couldn't ba removed without 
some careful surgery. The blurb boasted the game was 
"an incredible six years in the making" - an odd thing to 
be proud about. but let's hope Galleon's a little 


more than а mediocre platformer, an? 


DID THEY REALLY SAY THAT? 


| ° Сааса well loat to the krê selection of games ever seen nn 


а consola system” СЛ course will And Mbox Tli be an ursguaktied 
success іп Japan right Mr Gates? 


DIG EDGE REALLY БАТ THAT? 
"Wa the 20m century, wih don you try bmp m it^ Edge responds, 
purgground style, to a reader who has come in Іле conci sion that 
Edge “are homosexuals, or has no dick " 
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L The Dreamcast is the 
Best Console Еуеттт! 

2. Mizuguchi-san's early 
work on the DC, a Mario 
64-style model of Soichiro 
Irimajiri's head 2.Тһе 
charismatic Kenji Eno, 
bringing Warp's D2 to DC 4 
Paul Oakenfold, back when 
PlayStation was cool 5 
Early shots of Soul Calibur 
6. Kula World, “Pass the 
bucket..." captioned a 
slightly queasy Edge 


The industry's favourites from yesteryear. This month, Terry Stok 
Edge's recenti departed art editor, recalls bullying ginger-haired 





After he'd played Kung Fu Master, yog boves Non DA Mot E Kar n ss 
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The game that influenced me the most was 
Kung Fu Master, It would eventually make me take up 
the noble fighting art of Wing Chun Gung Fu, at the 
age of 22. However, when Kung Fu Master was 
released at the time | thought it was totally perfect. 
It had everything. Even the repetitive music was 
unforgettable. ii was the same old tune, just high and 
low tones played over and over again. | suppose 
there was something hypnotic about this. It would 
make kids forget who they were and plug more cash 
into the machine. Although me and my friends 
eventually found a way of fixing the credits on the 
machine using a device we called a ‘bubbly’. 


EDGE i124 











it may have been simple but Kung Fu Master 
made you feel hard. Kick, punch and а “майа” kick. 
Five levels, five different bosses all with different 
fighting styles (It was just like being Bruce Lee in 
'Game of Death’). And after playing | distinctly 
remember wanting to go out and pick on the ginger 
kid with the glasses. And for what reason? Because | 
could finish Kung Fu Master. Then it came out on the 
Commodore 64 and it was amazing, even if you still 
had to use your foot on the space bar to swap 
between punch and kick. 

Then carne Yie Ar Kung Fu and the loss of rie 
my middle finger. But that's another story. = 





| find myself in the slightly paradoxical 
position of writing to defend myself against 
comments made by Simon Byron in his column for 
the May issue of Edge magazine and also to 
praise him for the general scope of his argument. 

While he is correct to attack the small-minded 
stereotyping of gamers by many in the media, and 
the public at large, he is wrong to include myself 
among the guilty. 

The statement in my article for BBC News 
Online that, “Frankly, most gamers | have met in 
the light of day do not possess a wealth of social 
skills," is one based on experience and I'm sorry 
he was unable to see the difference between 
generalisation and empiricism. My comment was 
not a “media lie", as he delightfully put it, but риге 
and simple experience. 

As an ardent gamer myself, it saddens me that 
most of the people I've met in person who share 
my passion are not the ones | would like to 
represent videogaming as a whole. 
editorial and, on the whole, commendable 
columnists prove that there are indeed articulate 
and socially-skilled gamers out there - I've just 
not met many. Unfortunately, the relatively small 
circulation of Edge, next to game magazines which 
laud sexism and infantilism, clearly reveals that 
such gamers are indeed thin on the ground. 

The point my article was trying to make — and 
I'm sorry if Mr Byron did not see it ~ was that 
developments such as online gaming with their 
emphasis on social interaction will change 
stereotypes of gamers, and almost certainly my 
own experience of them. 

Indeed, the fourth paragraph in my article said 
as much: *But online gaming, putting thousands of 
gamers across the world in touch with one another, 
is beginning to make a lie of that stereotype." Yet 
even on Xbox Live, my overwhelming experience is 
of inane and obscene commants outweighing 
intelligent and insightful play, 

Mr Byron does himself na favours, and indeed 
damages his own persuasive argument, by 
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Communicate by post: 


Or email: 
edge@futurenet.co.uk 





referring to people with a medical condition as 
^s-S-8-stuttering karaoke singers" — he is clearly 
unaware of the term ‘hypocrisy’. 

Despite such shortcomings, he is right to say 
that it is magazines such as Edge, the letters 
page, columns like his own, and, | believe, 
coverage of videogaming іп mainstream media 
like BBC News Online, which will change 
perceptions over time. 

| too am a geek and proud. | look forward to 
talking to the articulate among them on Xbox Live 
and in my local game shop. When that happens 
in greater and greater numbers | will be writing 
about it on BBC News Online and changing my 
comments accordingly. 

Darren Waters 


While Edge sympathises with your findings 
regarding Xbox Live, the problem with 
generalisation is that it's not, by and large, as 
accurate as empiricism. Perhaps the problem is 
not that the majarity of gamers lack social skills but 
that a very vocal minority lack social skills. 

Without doing the research to find out if this is 
so, any such generalisation is a little unfair, and 
suggesting that the majority of gamers lack social 
skills does little to extol the benefits of videogames 
to those for whom such comments merely cement 
damaging preconceptions, As for Mr Byron's 
hypocrisy, you're probably right, although we did 
find it Kind of funny. 


Mr Biffo is a Godsend. Double his ration of 
bananas post-haste and none of your usual 
boobery. He managed to sum up in one erratic 
page, the exact sentiment | felt after reading the 
cover feature: gamers have never had it so good, 

If I'd had a CODY of The Wind Waker and СТАЛІ 
in 1993, | would have happily poured kerosene on 
my beloved А500 and laughed as it burned. Never 
finishing games? | had 1,000 titles on my Amiga 
and | don't think | finished more than half a dozen, 
while | е completed dozens in the last year. 

The last decade has seen more games, more 


Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 


choice, better overall quality and your usual bad 
apples. Don't get upset at bad games, just don't 
buy them. 

| look at it as a sign of the deep-seated love we 
all hold for our digital pastime that we can take the 
very existence of bad games so personally — but 
it's worth remembering that Take That didn't kill the 
music industry and Barbie's Race and Ride won't 
«lll videogames. 
Alex Hutchinson, Australia 


You're probably right to point out the fact that 
certain games are better than ever before. But it 
remains the case that there is a significant degree 
of boredom with the current crop of games - 
certainly to judge by the letters that Edge receives. 
Perhaps this is due to a generation of gamers 
arowing up and acquinng a greater number of 
pressures on their time, But if this is the case then 
it is Incumbent upon the industry to exert more 
effort on the creation of games that appeal to this 
increasingly allenated subset of gamers, because — 
again to judge by the letters that Edge receives - 
these are people who dearly want to continue 
gaming: it is a captive audience that the industry is 
doing nothing to retain. As Edge has argued for 
the past few issues. 


Your reply to Helen O'Toole's letter in E123 


suggested that publishers should consider a 
variable pricing structure that reflects game length, 
as opposed to the present one that appears to 
reflect either quality or age. On the surface this 
appears a fair enough idea = | would willingly have 
paid £100 had | known how much time Ocarina of 
Time would consume; likewise GoldenEye, Super 
Mario 84 and Red Alert, However, take this thought 
to the other extreme: imagine the next Army Men 
sequel extensively marketed witn PR speak like 
“100+ hours of gameplay” or "revolutionary new in- 
game engine." The informed gamer will know this 
is likely to be rubbish, based on previous 
disappointments, but it would continue to be 
bought by the less informed. It would be yet 


"Gamers have never had it so good. If l'd had a copy of 
The Wind Waker and ОТАП! in 1993, Ра have happily poured 
Kerosene on my beloved A500 and laughed as it burned" 
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another пай in the coffin for the credibility of 
videogames as a pastime If this should occur 

In reality, there does need to be a change to the 
present pricing structure of videogames, but it'll 
have to be based in multiple areas — game quality, 
age, length of play, playability, sound, graphics (and 
all that entails), extras and so on. There is no 
simple answer, but the present situation will have 
to do for now. 
Richard Evans 


Edge's position on pricing, but the real problem 
that you спе is the fact that videogames continue 
to be sold on the basis of meaningless statistics 
rather than the degree by which they ennch one's 
life. Unfortunately the latter is always going to vary 


ПОП indmyidual to тоташа, апа this mange on 


numbers will probably remain for the meae 
ішуге, But If games were to be priced according fc 


langth — along the lines of the difference in prang 
structures between DVD films and DVD boxsets of 
entire TV series — then game length might simply 


cease to be a saling point 


| have been a videogame journalist for 
Quite some time now and | have been playing the 
damn things my whole life. In fact, my first memory 
of this world is of Donkey Kong and | treasure it 
овалу, though | must say that, being an undisputed 
sign of a time that my life will never retur to, й 
causes me more grief than happiness. You see 
Гат now almost 30-years-old and | have 
expenenced my атага of nostalgia. 

| can't say that my passion for videogames has 
subsided іп алу way but at this age it is impossible 
not 10 carry a different perspective, a deeper 
perspective. It is impossible not to look at games 
as works of art, pieces of a cultural puzzie that 
transcend everyday life, quietly and silently like a 
poem. That is why, your article 'Bored Gamers’, felt 
50 close to my views. For the last few years | паме 
to live with a reputation as a pessimist because 
most people seem to think that videogames are 


You might not have liked ‘бате Stars’, but it's 
worth noting the circumstances that constrained its 
production. They might not be around next year 


doing okay. And | have to ask myself then; is it 
me or is this multi-billion dollar industry already 
rolling down tne hill’? 

Without a doubt, originality is almost 
non-existent, the penetration of PS2 has somehow 
managed to hurt the industry instead of helping it, 
and after 40 years, we are still struggling to find a 
vocabulary for this art torm, a common tongue 
with which it can be analysed so that people feel 
the need for it. 

| believe that videogames have somehow 
missed that step, never actually having their golden 
age from which they can deteriorate like cinema, 
music or literature have done. The thing is that 
comparing a game of old to a game of recent 
times is not like comparing two parts of the same 
art. li feels more like comparing two diferent arts. 
The tools that the programmers used to make 
Pong, сег dramatically from the ones used in, 
let's say, Ocarina of Time. If we want to call 
videogames works of art, we expect to be morally 
and emotionally challenged by what they have to 
affer. If we wanted just pure датеріау, there would 
never be any kind of aesthetic evolution. But the 
evolubon came. And because it was based on a 
rapid evolving technology, design talent suddenly 
stopped being needed. 

Unfortunately, that is why l'm beginning to feel 
that videogames may never acquire the status of 
artistic creations in the mainstream media. There 
was never any Smooth transition fram Pong to 
Halo. Videogames never had their Мосе Ages. 
And | fear that there тау be no need for a Wind 
Waker to offer tham a Renaissance. 

Elias Pappas, Greece 


1 with some cheer 
by disp à ng the facts of your analogy: the visua 
arts to which you refer have varied enormously 
over time in terms of function and form — just as 
videogames have. Giottos frescoes are as far 
removed from Tracey Emin's notonous bed as 
КОЛО & {сит Halo. and ve tha м sual arts have 
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respected cultural tórm while maintain ng а opac 


equally capable of such a transition 


So that was ‘Game Stars’. Am | supposed 
to feel better now that we have televised 
recognition? Because | don't. Depressed and 
frustratad, yes. Better, no. 

| didn't have high hopes. | only found myself 
watching it because games get more terrestrial 
airtime in commercials than they do in scheduled 
programming. Why then, with such an opportunity 
to raise the bar of games on TV, did Barrington 
Harvey and Granada Тай so miserably? 

Consider this: the presenters; the ‘stars’ lined 
up to hand out awards; the absence of acceptance 
speeches; a small room full of PR and marketing 
types; and the inclusion of the frankly unnecessary 
Greatest Gamer segment (which to be fair is a 
format deserving of its own run of shows). 

Personally | feel that all of these elements 
conspired to further undermine the views held by 
the elusive non-gaming mainstream audience thal 
the show was presumably designed for. 

With a medium such as TV seen by millions it 
comes with both great opportunity and great 
responsibility. In this case | can't help but feel that 
the apportunity has been missed and the 
responsibility not met and as such this show has 
done more harm than good. 

Richard Healy 


There is no disputing the flaws that you correctly 
highlight. But getting a show like ‘Game Stars’ off 
i 


tne ground from scratch, in the face of significant 


тігін dne ее اقب‎ | aama 4 = melas "ur ' 
Рои ану obstruction and аца ІЛЕ Decsrop o 
Tij aaah ee ialah ыз X1 cer ceo -— a a 

Ұ 2 EeOdulies Wh, аѕ vou posi САЙ, СОГ iB 10 


marginalise videogames is a hugely admirable feat 
and probably unlikely to do as much harm as you 
seem to think. It's certainly a great building block 
from which to challenge the reguiatory 
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"After 40 years, we are still struggling to find a vocabulary 
| for this art form, a common tongue with which it can be 
{ analysed so that people feel the need for it^ 
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EDGE 125 on sale June 13 
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Next month 
Edge returns from the world's 
greatest videogame exhibition 
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